I who trauell betweene Worlds seeking 
-- Maysterie over the Noble Art of Magicke 
_ DO SOLEMNLY SWEARE to abide by the 


THREE RULES inscribed heerein, and 


"TO STRIVE AT ALL TIMES to be worthy 


of the name of “WISEARD.” 


| The Rules of Wiseardrie. 


JZ AWISEARD shall not tell a Lie, nor bear 


_ Falshood of any kynde. 


a A WISEARD shall not tate up his left Shooe 
4 before his right be on. 


A WISEARD shall not venter out of doors when 
the Tempeste doth rage. = 
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What is a Wizard? 
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By opening this book and signing the pledge, you have indicated that you aspire to become a 
wizard. Before such a process can begin, however, you must first learn more about what becoming 
a wizard entails. 


Magic can only be performed by those who possess the necessary magical ability. Observe your 
reflection in the stone that’s embedded in the cover of this book. If it appears vertically inverted, 
or “upside down,” then you possess the inherent ability required to perform magic. Needless to 
say, it is the least that is expected of wizards who have chosen to sign the pledge. 


Wizards perform two main forms of magic: “Spells,” which involve the drawing of runes with 
one’s wand, and “Alchemy,” which involves the combining of two or more materials to create 
something quite different. Spells shall be introduced in this chapter, while alchemy shall be 
discussed in more detail in the next. 


A tertiary school of magic, concerning the use of familiars, will also be touched upon in due 
course, Bear in mind, however, that the handling of familiars calls for talents quite different from 
those required for other types of magic. There are some who are capable of forming familiars 
despite not being able to cast a single spell. 


Wizards who master spellcraft, alchemy, and the use of familiars are called sages. Becoming a 
sage is the highest honor that can be bestowed upon a wizard. It is a lofty goal indeed, but one 
to which you may aspire if you remain pure of heart, and untiring in your studies and training, 
‘Though the path ahead will not be easy, it is one that all who would achieve greatness must tread. 


HSH The Three Pillars of Wizardry $< 


® Spells © Alchemy © Familiars 
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‘The four Great Sages who inhabit our world are well-known for their mastery of 
the three pillars of wizardry. They are unparalleled in their ability to cast spells, 
and are superb familiar handlers. Less well-known, however, is the fact that > 

there was once one known as the Wizard King whose abilities exceeded KS 
them all. Alas, his memory now survives only in ancient texts. 3 
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The Tools of Wizardry 
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The Wizard’s 
Companion 


- Wizard’s Journal 


‘To extract the greatest 
benefit from one’s wizarding 
education, one must always 
be prepared to take notes. 


; Bottomless Bag 
JA deceptively capacious 
bag, capable of accommo- 
dating a near-limitless 
+ array of useful objects and 
{ provisions. b 


‘The Locket enables a 
wizard to store virtues 
taken from people’s hearts. 


Magic Wand 
tRequired to draw runes, \ 
“and thereby cast spells. oe) Creature Cage 


FA small yet spacious vessel 


for the transportation of 
one’s familiars. 
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Joy and grief, pain and pleasure... One’s heart comprises all these things and more. 

A heart may even contain too much of one and not enough of another. Such a heart 

‘gE becomes unbalanced, with grave consequences for its owner. The Locket is a special 

vessel in which virtues—the elements which make up a heart—can be stored. It i" 
is also capable of sensing the presence of people who possess an abundance of a 

particular virtue, glowing whenever such a person is nearby. 


With the proper training, wizards can learn to take some of a virtue from a person 
who has it in abundance and share it with others who are in need of it. Naturally, 
a person’s heart is not something to be toyed with, and great 

care must be taken. 


Lest there be any doubt, using a person’s 
heart for one’s own ends is despicable 
behavior, unbecoming of a wizard. 
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‘There are eight virtues that can be stored in the Locket: courage, kindness, ambition, 
belief, restraint, enthusiasm, love, and confidence. Whilst all of these appear to be 
wonderful qualities in themselves, an excess of any of them can cause great distress. 
‘Too much “confidence,” for example, leads directly to arrogance. 


Of course, the lack of a particular virtue is also a problem. Indeed, a serious 
deficiency of a virtue leads to a person becoming unable to function—a state 
known as “brokenheartedness.” It is a wizard’s duty to extract virtue fom those 
who have it in abundance and share it with those who need it most, so as to restore 
balance to their hearts. 


Be aware that no one has an inexhaustible supply of virtue on which you can draw. 
Furthermore, only a single morsel of each of the eight virtues can be carried in 
the Locket at any one time. Once a virtue in the Locket has been shared with a 
brokenhearted person, you must find another person with an abundance of that virtue 
from whom to draw some more. 


A person with an The virtue is then given The heart’s balance 
abundance of one virtue toabrokenhearted person is restored, and the 
agrees to share some of it. _ who lacks it. brokenhearted subject 

returns to his natural state. 
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The Casting of Spells + Teachings for Aspiring Wizards 3 


Having read this far, you should have acquired some idea of what is required of wizards such as 
yourself. It is therefore time for you to draw your first runes. This is not something to be taken 
lightly, however. There is a strict sequence that must be followed, and the consequences of breaking 
said sequence do not bear thinking about. Great care must be taken when learning to draw runes, 
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eet ac Pe 


The Legendary Wand ss 


“Mornstar” is a legendary wand, believed to have once belonged to the one 
known as the Wizard King, in whose hands it could summon storms and raze 
mountains. It is claimed that there were once three magic stones set 
into the wand, but their whereabouts, along with those of the wand 
itself, have long since passed from human knowledge. 
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Contrary to popular belief, casting spells 
does not require the utterance of magic 
words. Instead a wizard must use his 
wand to draw runes; arcane symbols 
fiom a language which predates even 
the Nazcaiin civilization, Though the 
language itself is long forgotten, its 
runes are still being drawn by wizards 
to this day. 


Empty your mind and calm 
your heart. Put aside all evil 
thoughts. Visualize the spell 
you wish to cast. 


2 


Hold your wand upright and, 
focusing all your energy upon 
its tip, draw the rune in the air, 


Second Stroke 
(Red Line) 

Start the Stroke J 
Here 


® Hold your wand with both hands when drawing Tunes. 


‘The spell will not work if you fail to adhere to the 
specified order of strokes, or start drawing the strokes 
from the wrong position. The black line indicates the 
first stroke, the red line the second. 


@) Be aware that knowing the shape of a rune does not 
necessarily enable you to cast the associated spell. Some 
spells require a wizard to fulfill certain conditions prior 
to casting, while others may only be cast using specific 
wands. 
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First Stroke 
(Black Line) 
Start the Stroke 
Here 


Do not release your wand until 
the spell has been cast. Doing 
so may cause the rune to be 
lost in the ether for all eternity. 
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An Inventory of Runes 


© Form Familiar pzo Veil P33 
© Gateway p2r Magic Lamp P34 
HS! © Healing Touch p2z  Nature’s Tongue P35 
© Draw Poison P23 @ Quicken Growth p36 
@ Healing Hand p24 & Mimic P37 
@ Take Heart p25 ® Vacate p38 
@ Give Heart p26 Seek Fortune P39 
© Spring Lock p27 } Rejuvenate p40 
@ Travel p28 } Fuse P41 
© Levitate p29 Breach Time P42 
@ Second Self P30 Ward P43 
& Vanish P3r Nix P44 
® Chart Chests p32 Secret Ingredient P45, 
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} Loaf of Life p46 Thunderstorm P59 
Bridge P47 Fireball p60 
Spirit Medium p48 } Pulse pé1 
<} Puppet String P49 Frostbite poz 
} Insight P50 } Arrow of Light p63 
< Open Mind pst } Unleash p64 
& Burden p52  Evenstar p65 
<> Fortune’s Fool P53 Astra p66 
Shift Shape P54 & Quake p67 
> Shrink P55 Poison Apple p68 
 Werecat p56 Broom Broom p69 
) Werefish P57 Ashes of Resurrection p70 
<> Cloudburst p58 } Mornstar p7t 
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Summon a familiar from the depths of your heart. 


\ / 4 

Creatures are formed wherever life force is \ - \\ LA Wiig a 

. =. \ \ 4 

found. This spell allows a wizard to form a ANN 

creature from the life force within his own 

heart—a creature which then becomes his familiar. 

Be at peace with yourself prior to casting this 

spell as the result is invariably self-revelatory. A 

familiar thus formed is a manifestation of your 
heart and soul. 
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Step out of one world and into another. 


The gateways formed by 

this spell are the only way 

to travel between this world 
and one of the many other worlds in 
existence. Casting Gateway requires 
you to focus your thoughts upon the 
world to which you wish to travel. It 
is also imperative to imagine that you 
have already left the world in which 
you cast the spell. 


Rune: Fealing Touch 


The wizard’s path is seldom easy, and you 
are sure to suffer injuries on your travels \’ null I 
Gelducine bette. Should such inismeranes /AoSs 
befall you, be sure to cast this spell. The key to casting 
Healing Touch is kindness—its effects are diminished 


when performed by cold-hearted wizards. 


; 
Ease the pain of bumps, cuts, and grazes. 
i 
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Draw Poison 
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Cure the effects of venoms and toxins. 


Nothing perturbs a wizard more than poison, 
and with good reason: even small amounts 
have been known to cause untold distress. 
Should you or your companions be affected in such 
a manner, be sure to use this magical cure. No 
matter how deeply the poison has taken hold, there 
is always hope if you are able to draw this rune. 


Restore someone who teeters upon the brink of death to health. 


When you or your companions have been grievously 

injured and Healing Touch is not enough, be 

sure to draw this rune. Healing Hand will Ss 
grant a clean bill of health to those who would otherwise = 
be beyond hope. Its power means that it is not easily => 
mastered, however, and it makes great demands on the == 
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caster. Nevertheless, this is a spell that no aspiring 2 = 
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wizard should be without. Z 
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Use magic to help share a person’s virtues. 


As previously explained, the heart is made 

up of virtues, emotions, and various other 

elements. This spell allows you to take some 
virtue from a person who has it an abundance, and store 
it in the Locket. Just be sure to ask for permission before 
you proceed. Remember: a heart belongs to one person, 
and one person alone. 


No We 


‘This spell allows you to give the virtues 
shared using Take Heart to people who 
are in need of them. In that it offers 
a means to save the brokenhearted, this is one 
of the most important spells a wizard can learn. 
Needless to say, its use necessitates the utmost care 
and forethought. 
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Open doors and chests without a key. 


Spring Lock is a spell that forces open otherwise impregnable locks. Be sure 
to try it when you encounter a locked door or chest. Note, however, that this 
is not a spell that should be used for personal gain. If rumors 
are to be believed, terrible things are wont to happen to wizards whose 
greed leads them to spring locks that should 
not be sprung. 


Trav 


The key to instantaneous transportation 
is the ability to imagine yourself at your 
destination. It is not enough merely to 
picture the scenery—all the senses must be engaged. 
You have to focus until you can hear the sounds, smell 
the aromas, and taste the air of the place in question. 
Naturally, this makes it is impossible for a wizard to use 
this spell to travel to a location they have never visited. 
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Float gracefully and glide through the air. 


This spell releases a wizard from gravity’s 

clutches, allowing him to float weightlessly 

through the air. Of course, no human can ever 
escape the ground permanently, and the time and distance 
for which one can float are determined by one’s magical 
abilities. Many wizards have forgotten this, often with 
disastrous consequences. 


Rune: Second Self Magic 


Tokoskon > 


You have no doubt wondered, as many 
wizards have, how much better life would 
be if you had another self to use as you 

saw fit. Master this spell and you need wonder 

no more. Be aware, however, that manipulating a 

second self is extremely draining, and that even 

the most powerful wizards are incapable of doing 
it for very long. 
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Vanish 
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Using Vanish renders a wizard 

invisible to the eye. Furthermore, 

it also removes every trace of his 
presence and even conceals his smell, making 
it utterly impossible for anyone to detect him. 
Mastering this spell is considered the first step 
towards wizarding excellence. 


Uncover troves of hidden treasure. 


Use this spell to reveal the locations of 

nearby treasure chests, the contents of which 

may well prove useful during your wizardly 
education. There are certain provisions that can only be 
found in these chests, and coming across a real rarity is 
by no means unheard of. 
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This spell creates a thick fog that conceals 
. the caster’s presence from those nearby. 
There will be times when you have no 

choice but to hide from your enemies, and at such 

times this spell will prove indispensable. Just bear in 

\ mind that your veil will not hide your blushes should 
you be so foolish as to actually bump into an enemy. 


WIE 
This spell brings a warm glow to the dingiest \\l! Wy Vy : 


dungeon crevice. Though it burns for only 

a short time, the magic lamp shines as 
brightly as the sun itself. Just be sure not to fall into 
the same trap as many a foolish wizard before you: 
the lamp does not overcome the darkness, and it 
does not protect you from it. The darkness remains. 
It is something to be feared. 
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Many are the times when men and women wish that 

they could converse with the plants and animals 

which share their lives. Wizards, meanwhile, 
know that wishing is an inefficient technique, and choose 
instead to cast Nature’s Tongue. It allows you to glean 
from the living world the kind of information that is quite 
beyond the reach of the ordinary human. 
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Give plants and flowers a great spurt of growth. 


Wizards are often pressed for time, and cannot wait 

around for plants to blossom. Should you need to bring 

a sapling to maturity in the blink of an eye, Quicken 
Growth is the spell to cast. Note that accelerating growth in such 
a manner has a grave effect on the plant’s lifespan, and is not to 
be undertaken lightly. 


pi, ; 
33 Doone 


iN 


Perform uncanny impersonations upon demand, 


The wizard who casts this spell gains 

the ability to speak with any voice 

he desires: a man’s, a woman’s, a 
grandparent’s—even a baby’s. It is an extremely 
useful piece of magic, to be sure, but one 
famous for causing untold confusion, conflict, 
and—regrettably—a short war. Be careful remy, \ iy, 
when using your newfound vocal talents within U 
earshot of unsuspecting humans. 
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Vacat! 


Fleeing in the face of danger is sometimes the 

wisest—and the bravest—course of action, 

This spell allows you to do just that, no matter 
how many walls stand between you and freedom. Note that 
the sheer intensity of the translocation process makes it 
unsuitable for long-distance travel. It will, however, reliably 
extricate you from any cave, maze, or gingerbread house 
that you happen to blunder into. 


i 


‘This spell makes it easy for wizards 

to locate treasure in the vast 

expanses that lie outside a city’s 
walls. Used in conjunction with Chart Chests, 
it ensures that no treasure chest remains hidden 
for long. Though it is an extremely useful spell, 
those who reap its benefits are urged to use their 
newfound riches wisely. 
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Turn back the clocks and return an object to its former glory. 


Withered trees and broken machines are no 

longer lost causes with this spell, which 

allows a wizard to return them to 
their original pristine state. When drawing 
the rune, be sure to focus on the condition 
to which you'd like to return the object, 
not on how far back in time you think you 
need to go. 


While wizards can rely on their 
cauldron for most necessary 
provisions, there are some items 

that even alchemy cannot produce. Should you 

find yourself in need of one, it is worth giving 
this spell a try. No item is beyond the reach of 

a master of fusion. 
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Rune: Breach Time | Magic 


Though fraught with danger, this is the only 
method by which a wizard may take a leap 
through time to 2 moment of their choice. 


The spell is overwhelmingly powerful, and can only be 
used once in a wizard’s lifetime—once time has been 
breached, one cannot go back. Of all the spells available 
to a wizard, the casting of this one in particular requires 
careful consideration. 
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Ward is a simple spell, yet the barrier 

it produces is very effective at blocking 

magical attacks. If attack is the best 
form of defense, then perhaps the opposite is also 
true: the moment after an enemy attack has been 
successfully deflected is often the best time to launch 
a devastating counter. 


Render a rival wizard incapable of casting spells. 


Nix nullifies an enemy’s magical power, rendering 
him unable to cast spells—a wizard’s worst 
nightmare. Be aware, however, that such a 
powerful spell requires its caster to have great magical ability. 
Should two wizards attempt to Nix each other during battle, 
it is said that fortune favors the one with the purest heart. 


Secret sigencs 
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Concoct a range of delicious delicacies. 


Magically prepared food has a certain 

blissful flavor with which dishes cooked in 

an ordinary oven simply cannot compete. 
However, it has long been a belief amongst the non- 
magical that those who regularly eat food prepared 
in this way will eventually forfeit their soul. Though 
this suggestion is almost certainly baseless, the sages 
agree that it is better to use this spell in moderation. 
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Produce a fresh loaf of bread to ward off hunger. 


Hunger is a traveling wizard’s 
greatest enemy. It affects one’s 
physical strength as well as one’s 
mental capacity and decision-making powers— 
often leading to life-threatening situations. 
Should you find yourself in such a desperate 
state, you can always rely on the Loaf of Life. 


Just remember that this spell is only to be used 
in times of genuine crisis—not merely when 
you’re feeling peckish. 


Find a way across even the greatest impasse. 


A wizard’s progress is frequently 

obstructed by rivers, gorges, and 

other such inconveniences. This 
spell allows you to build a bridge across such 
obstacles and proceed with your journey. The 
search for truth must go on, after all. 
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é Spirit Medium 


Communicate with the spirits 
of the departed. 


While there have been several notable cases of 

departed souls communicating with magically 

attuned men and women, most spirits lack the 
ability to talk to the living. With this spell, however, you can 
speak to any spirit you come across. Simply bear in mind that 
it is most assuredly not a spell to be used for mischief. The 
spirit world is full of evil souls that will gleefully punish such 
wayward wizards. 
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This spell allows you to manipulate any 

object as if it were a puppet on a string. 

From moving boulders out of your way to 
having dolls pull distant levers, its uses are manifold. 
Note that Puppet String may only be used to control 
inanimate objects. Any attempt to use the spell to dictate 
the actions of another living being is doomed to fail—and 
unwizardly besides. 
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Rune 
No. 31 
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Objects that have been in a person’s 
possession for a long time are said 
to be imbued with their owner’s 
thoughts and ideas. Such objects retain these 
thoughts even after the owner’s death, revealing 
them only to wizards who use this spell. Be 
aware that people are wont to entrust their most 
personal secrets to their possessions, meaning 
the information you glean should not be treated 
lightly. 
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There are a variety of reasons why 

humans decide to close their hearts and 

conceal their feelings. Should you wish 
to learn more about such people, this spell may be 
your only recourse. Mercifully, Open Mind does not 
wrench open people’s hearts. Instead, it brings you Z% 
closer to them, attunes you to their feelings, and lets 
you listen to their inner dialogue. Naturally, this 
can leave you rather in their thrall, so take care 
not to become entranced by the innermost thoughts 
of the wrong kind of person. 


Magic 


Burden 
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Burden is an incomparably versatile spell that simply 
increases the weight of its target. Render a creature 
incapable of movement or attack, crush an object 
or unsuspecting enemy, or penetrate armor using 
supernaturally heavy pins—the possibilities are 
endless. And always having a range of options is 
the mark of a fine wizard. 
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There will be times in your life 

when nothing seems to work, and 

the obstacles in front of you seem 
insurmountable. It is on such occasions—and only 
‘on such occasions—that Fortune’s Fool could be 
your savior. Of course, there is no way of knowing 
what effect it will have—indeed, it could even be 
harmful—but desperate times call for desperate 
measures. 
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Shift Shape 


An extremely powerful spell that allows the caster 
to adopt all the characteristics of another living 
thing, from the mannerisms of a wizard to the 
flying ability of a winged beast. Heading out into the field 
and studying creatures in their natural habitats will 
increase the number of alternative forms you can adopt. 


Reduce your body to a fraction of its size. 


‘Though rarely acknowledged, the size 

of a wizard’s body can sometimes 

limit the options that are available 
to him. This spell makes the caster small enough 
to fit into someone’s pocket, allowing one to slip { 
in and out of mouseholes, and explore the world 
of the miniature. Simply drawing the rune again 
reverses the spell’s effect—a fact to remember 
in the presence of cats. 


Werecat Magic 


= 


Become a cat and experience life as a feline. 


This spell turns you into a cat, allowing you to converse 
freely with fellow felines everywhere. You could just talk 
to them using Nature’s Tongue, of course, but they are ve G a 
more likely to speak ftom the heart i ‘ 
when conversing with their own kind. 


Become a fish and discover the joys of the life aquatic. 


This spell turns the caster into a fish, *s 

and grants the ability to converse with 

other aquatic creatures. The difficulties of 
breathing underwater have meant that Nature’s Tongue 
has never been a practicable method of communicating 
with fish, making this spell your only real option if you 
wish to gain a deeper understanding of life beneath the 
water’s surface. Some claim that fish have a clearer 
view of the world than those who dwell on land—but 
clarity should not be confused with wisdom. 


ey /? Rune 
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This spell summons a rainstorm to - 

pound a small, focused area of the . 7 

battlefield. While the great volume of it; 
water produced is powerful in itself, the spell can nh } 
also be used for practical things such as putting out 
fires. It has long been believed that the rain also 
prevents wizards from casting spells. Be sure to bring 
this to bear on your enemies. 


No wizard should go into battle without 

first having mastered this spell. Not only 

does the fearsome power of the storm 
cause damage to your enemies, but it can also blow 
them away to a safe distance. Care must be taken, 
of course, to ensure that no innocent bystanders are 
caught up in the chaos. 
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Conjure up a blazing orb of flame. 


Fireball blasts an enemy with a magical ball of flame, 

and is especially damaging to aquatic creatures. 

Away from the battlefield, it can be used to 
light lamps, and is useful whenever a spark is required. 
Tt goes without saying that all wizards should be careful 
when dealing with open flames. 


This spell allows the caster to unleash a 

powerful shockwave that will flatten anything 

in its path. Though a weapon first and 
foremost, Pulse is surprisingly versatile, and can be 
used to give distant objects a nudge, and for any 
number of other purposes besides. Note that it is 
best to calm one’s mind before casting this spell. An 
excess of anger produces an unpleasant recoil effect. 


Frost 


Turn a hot-tempered foe into a block of ice. 


Aim this spell at a chosen point and the temperature there 
will plummet, turning the very air to solid ice. Not only 
can Frostbite be used to attack enemies in this way, but 

it can also put out fires and freeze moving objects to the 

spot. On a related note, sages agree that aspiring wizards 
should always carry a good supply of water with them, 
since learning how water responds to changes in. 

temperature is the key to understanding many /4"- 

of the principles of advanced magic. 
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Arrow of Light . 
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Pierce your enemies with an arrow of radiant golden light. 
) 
This spell, which produces gleaming arrows that soar 
through the air, is known for being especially 
effective against Nightmares. 
Additionally, it is claimed that some ancient sages 
would fire such arrows into the night sky as a means 
' of communicating with distant companions— 


further proof that adaptability is the hallmark 
of a great wizard. 


Though powerful beings such as guardians 
cannot be kept as familiars in the same 
way as other creatures, this does not mean 
that their strength cannot be harnessed. This spell 
enables you to unleash the power of these mighty ~\ 
beasts upon your hapless enemies. Not every wizard 
is capable of summoning such creatures, of course, 
and you must prove yourself worthy before you 
may call upon their aid. 
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Evenstar 
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Envelop your enemies in the ultimate darkness. 


Evenstar is the most powerful of all dark 

magic spells, and its rune could only ever 

be drawn by the most powerful of wizards. 
Channeling the energies of the void, it draws its victims 
into a grotesque world of pain and fear. There are countless 
tales of wizards losing their lives attempting to master this 
spell—a just desert for coveting a weapon of such cruelty. 


Magic 


Rune: Astra 


It is said that only those in 
possession of a certain all- 
surpassing wand are capable of 


casting this ancient spell. Indeed, only one 
wizard in history is believed to have performed © 
it successfully. Sadly, the name of that lord — 
amongst sages has long since been lost to the 
mists of time. 


toch ° ae 


Cause the ground to tremble and bring enemies to their knees. 


This spell causes the earth itself to shake, 

razing both enemies and buildings to the 

ground. Much like Thunderstorm and ‘Qt 
Cloudburst, each Quake is in fact a natural sae 
and it is necessary to give thanks when drawing 


the rune. Note that foolish wizards who take Se 


roundly mocked within the magical community, ss (sf ji 
so do take care. : 
Oo 


The apple produced by this spell will kill you when 
eaten—though it is only a temporary death. It is 
not the most popular spell, for understandable 
reasons, but young wizards would still do well to master it. 
“Tf you crave life, brave death!” would seem a questionable 
mantra, but there may yet be some shred of truth in it. 


Cloud Sweepers are the latest fad in flying 

contraptions. Semi-magical, they require 

a little help to get off the ground—help in 
the form of this absurdly named spell. Simply knowing 
this rune won’t enable you to fly one, however—that 
apparently requires a certain amount of innate ability 
and a great deal of training. Be sure that learning 
to fly Cloud Sweepers does not distract you from your 
wizarding studies. 


spell. Due to its immense power, 
tremely difficult to cast, and drawing 
is ne is no guarantee of success, even 4 
i conditions. Though it is indeed capable of 
he dead back to life, the act comes at a terrible 
the caster. You simply have no idea what you 
lose should you attempt to cast this spell. 


D Fone 


Mornstar ee 
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Mornstar is a legendary magic wand 

that has been spoken of since ancient 

times. Mornstar’s power, however, does 
not come from the wand itself—it comes from its 
owner’s heart. Only wizards who have braved great 
hardship without surrendering to spite or bitterness 
are capable of casting this spell, for its glow is that 
of the pure-hearted. 


Teachings for Aspiring Wizards 4 


Swift Solutions is a venerable establishment that provides 
employment for adventurers in the form of tasks. Some of 
these tasks are errands for people in need, and these often 
carry a reward. While there are tasks that can be undertaken 
anywhere in the world, Swift Solutions is the only place you can 
volunteer for “bounty hunts.” Be aware, however, that bounty 
hunts should only be attempted by those with great confidence in 
their ability on the field of battle. 


The large swallow above the door makes Swift Solutions a readily recognizable 
presence in most towns, so be sure to drop in should you see one. Completing the 
tasks they offer is an excellent way of accelerating your development as a wizard, 


—+#>H{ Merit Stamp Cards }#<2+-— 


Regular patrons of Swift Solutions receive a special loyalty card known as 
a “merit stamp card.” Completing tasks yields merit stamps, and filling 
merit stamp cards earns merit badges which furnish their owner with 
special abilities. 

‘The origin of these cards is shrouded in mystery, but one theory suggests 
they were invented by the king of a magical kingdom, in an attempt to 
promote heroism and chivalry within his lands. There are even rumors that 
this king was a distant ancestor of the Taskmasters who run branches of 
Swift Solutions to this day. 
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Alchemy is one of the main pillars of 
wizardry. To the uninitiated, it appears 
to involve nothing more than the mixing 
of ingredients in a pot. To the aspiring 
wizard, however, it is an art unrivalled 
in its depth and complexity. With the 
necessary knowledge and materials, a 
wizard can create items blessed with 
near-boundless magical power. 


Alchemy can provide you with more 
than just simple provisions—it can be 
used to conjure up great swords, shields, 
and even objects unknown to this world. 
‘There are, after all, an infinite number 
of possible formulae. Note also that true 
masters take great pride in devising their 
own formulae—something any aspiring 
young wizard would do well to attempt. 


_— 


No alchemy can take place without a cauldron, 
Cauldrons can only be opened by wizards, and may 
only be used for alchemical purposes. Be sure to treat 
your cauldron with the respect it deserves. 


Every cauldron has its own resident genie, and it is 
the genie who decides whether or not a wizard is 
worthy of owning that cauldron. 


Should you happen upon a curious pot, be sure to take 

a look inside—it may well be a cauldron left over from 
the Age of Sages. If you have difficulty removing the 
lid, try saying the magic words. 


— The Magic Words — 
Open Says-A-Me 


Using your Cauldron 


> es 


Once you have acquired a cauldron, it will be time for you to take your first tentative steps into 

the realm of alchemy. Though you will no doubt be eager to create your own formulae, it is better 
| to stick to a proven combination at first. Just remember that some formulae are more demanding 
| than others, with some requiring ingredients that only grow in far-flung corners of the world. 


Note that making tiny adjustments to formulae can produce wildly different results, and \ 
experimenting in this manner offers a glimpse at the incredible depth that the world of alchemy A 
can provide. The image below is around one hundred and fifty years old and shows a group of iy 
wizards attempting to create a rain potion. It is said that the cauldron was stirred for thirteen } 
full days before the potion was finally produced. 


Some claim that there are no limits to what can be created using alchemy, asserting that—with a 
sufficiently large cauldron—any wizard can create a castle or palace for themselves. Please note, 
however, that these claims are unproven at the time of going to print. 
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1 2 3 
Select a formula, Prepare the materials as specified in Carefully following the steps listed in the 
the formula. Make sure that none _formula, place the materials into the cauldron 


of the materials have perished or _and begin stirring —widdershins, of course. It 
dried out. is vital, at this stage, to visualize the object 


that you are trying to create. S 


Champion’s Sword Skyfall Sword 


Materials: Materials: 
% 1 Soldier’s Sword ® 1 Sainted Sword 

%) z Iron Diamonds © 2 Star Pearls 

® 2 Lumps of Raw Steel ® 3 Meteorite Fragments 


Lost Sword P99 Primordial Swo. P99 


Materials: Materials: 
® 1 Tachestone ® 1 Skyfall Sword 
® 2 Bass Bells ® 5 Kaleidostones ny 
© 3 Rings-a-bells ® 5 Clumps of Troll’s Tears 
Sow oo 
Candle Cutter proo 
Materials: ers * 
© 1 Flint Dagger 
® 1 Emberstone 
ome 4 
Sainted Sword Shadowglass Knife proo 
A « 
Materials: Materials: 
iH © 1 Greatsword © 1 Flint Dagger 


© 2 Meteorite Fragments ® 1 Piece of Shadowglass 


© 3 Powerstones 


Divine Dagger Watchmaker’s Ax 


" Materials: Materials: 
9 t Sickle ® 1 Tron Ax 
® 1 Lump of Raw Steel 
© 1 Bottle of Springwater 


Materials: 
® 1 Ice Shard ® 1 Watchmaker’s Ax 
© z Meteorite Fragments ® 1 Drill Screw 
® z Gustplumes ® 1 Sprocket 


Planet Splitter Demon’s Ax 


Materials: Materials: 

© 1 Flitwing ® 1 Grand Ax 

® 5 Glowstones ® 2 Pairs of Black Wings 
© 5 Evil Eyes ® 3 Tachestones 


War God’s Ax proz 


Materials: 

® 1 Demon’s Ax 

® 5 Kaleidostones 

© § Scrolls of Truth 


Hammer of Justice pro3 


Materials: 

® 1 Tower Toppler 
® 2 Iron Diamonds 
® 2 Bass Bells 


See 


Ninnyhammer pros 


Materials: 

® z Bubble Pipes 

® 3 Gnomebeards 

® 3 Pieces of Supple Leather 


See 


SG 


Meteor Mallet pto3 


Materials: 

® 1 Ninnyhammer 

® 2 Blowpipes 

® 3 Meteorite Fragments 


Royal Spear pos 


Materials: 

© 2 Jade Marbles 

S) 2 Lumps of Raw Steel 
® 2 Pieces of Shadowglass 


i 
Champion’s Spear los 
Materials: 


9 1 Soldier's Spear 
® z Iron Diamonds 


© 2 Bass Bells 

rs 
Rainbow Lance pros 
Materials: 


® 1 Tachestone 
©) 2 Jade Marbles 
© 3 Emberstones 


i 


Giant’s Spear pro6 


Materials: 

® 1 Rainbow Lance 
) 2 Ritestones 

9) 3 Seeds of Discord 


Longshank 


Materials: 
© 1 Giant's Spear 
© 5 Clumps of Trolls Tears 
© 5 Evil Eyes 
Jere 


pro6 


See 


Knucklebone Claws 


pro6 


Materials: 
© 1 Set of Crude Claws 
© + Sturdy Shinbone 


Sew 


Steel Claws pro7 
Materials: 

® 1 Set of Bullhorn Claws 

©) 2 Jade Marbles 

® = Sprockets 


Tainted Claws 


Materials: 

® 1 Set of Haunted Claws 
® 2 Pieces of Tealwood 
® 3 Baneflowers 


Crucible Claws 


Materials: 

% 1 Set of Steel Claws 
® 2 Coldstones 

® z Lumps of Raw Steel 


© z Pieces of Tealwood 
® z Bundles of Slumbernot Leaves 


5 
Six Wind Claws 
Materials: 
© 1 Set of Woodland Claws 


Ice Queen Claws 


Materials: 
® 1 Set of Snow Witch Claws 
® 2 Coldstones 

® 3 Blizzard Blooms 


too) 
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Ice Crystal Claws 


Materials; 
1 Set of Ice Queen Claws 
© 2 Powerstones 


® 3 Jade Marbles 


Star Eater’s Claws 


Materials: 

© 1 Set of Ice Crystal Claws 
® 5 Kaleidostones 

® 5 Pairs of Angel's Wings 


Sew 


Sees 


Toughened Armor 


Materials: 
® 1 Set of Rugged Armor 
® 1 Piece of Supple Leather 


Materials: 
© 1 Bass Bell 
© z Sturdy Shinbones 


Gale Armor 


Materials: 

® 1 Set of Gale Robes 
® + Gustplume 

® z Rumblenuts 


Royal Armor 


Materials: 

© 1 Set of Scale Armor 
® 2 Coldstones 

® 2 Drill Screws 


Champion’s Armor 


Materials: 

® 1 Set of Grunt Armor 
® 2 Iron Diamonds 

® z Lumps of Raw Steel 


Armor of Justice 


Materials: 

® 1 Set of Enigma Armor 
© 2 Blowpipes 

© 3 Powerstones 


Brilliant Armor 


Materials; 
1 Set of Champion’s Armor 
© + Medal of Impunity 
D 3 Blowpipes 
See 


War God’s Armo 


Materials: 

® 1 Set of Brilliant Armor 
© § Clumps of Troll’s Tears 
® § Scrolls of Truth 


Seer 


See 


Scale Shield 


Materials: 

® 1 Leather Shield 
® 1 Sturdy Scale 
® 1 Angula 


EHS 


pi3 


prig 


Shadowglass Shield ping 


Materials: 
9 1 Tron Shield 
® 1 Jade Marble 
® 3 Pieces of Shadowglass 


errs 
Champion’s Shield ping 


Materials: 

©) 1 Grunt Shield 

® z Iron Diamonds 

5) 2 Pieces of Shadowglass 


Mystical Shield pus 


Materials: 
Avenger’s Shield 
Powerstone 


© 5 Glowcaps 
i 


Goddess’s Shield pus 


Materials: 
® 1 Mystical Shield 


Glowstones 
® 5 Pairs of Angel’s Wings 


War God’s Shield pus Wizard’s Robes 


Materials: Materials: 
© 1 Champion's Shield ® 3 Bunches of Old Oak Leaves 
® 5 Kaleidostones ® 3 Ritestones 


® 5 Scrolls of Trath ® 2 Seeds of Discord 
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Pretty Parasol pits Ripple Robes pus 


Materials: Materials: 
® z Blowpipes ® z Blizzard Blooms 


PS 9 2 Pairs of Black Wings 2 Wetstones 

a ® 10 Rings-a-bells © 3 Bottles of Springwater ‘ 
See ° ii 
abe ° 


Champion’s Smock pry Goddess’s Gown pus 


Materials: Materials: 
9 1 Soldier’s Tunic ® 5 Glowstones 
® 2 Pieces of Tealwood ® 5 Pairs of Angel’s Wings 


® 3 Gnomebeards ® 5 All-seeing Eyes 


See 


Champion’s Helm 


Materials: 

9 1 Soldier's Helmet 
® z Iron Diamonds 
® 2 Drill Screws 
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Blessed Helm 


Materials: 

® 2 Coldstones 

© 3 Rings-a-bells 

© 3 Pieces of Supple Leather 
See 


War God’s Helm 


Materials: 

® 1 Blessed Helm 
© 5 Evil Eyes 

® § Scrolls of Truth 
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Stripy Cloak 


Materials: 
® 1 Snakeskin Cloak 
® + Piece of Supple Leather 


Breezy Cloak 


Materials: 
® 1 Sea Breeze Cloak 
® z Angulas 


Eagle Eye Cloak 


Materials: 

® 1 Gustplume 

® 1 Blizzard Bloom 

® 2 Pieces of Supple Leather 


oe 
Champion’s Cloak pr2t 
Materials: 

© 1 Steel Scale 


® 2 Iron Diamonds 
® 2 Drill Screws 
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Phantom Mantle pret 


Materials: 

§) 1 Caghoul 

® 2 Tachestones 
® 2 Emberstones 


* 
Cyclone Cloak pizi 
Materials: 

9 1 Breezy Cloak 

® 1 Fogdrop 


® 1 Blizzard Bloom 
Sew 


Heavenly Mantle pizz 


Materials: 

‘ ® 1 Eagle Eye Cloak 

® 1 Cyclone Cloak 

® 2z Pairs of Black Wings 


Poisoned Fang piaz 


Materials: THA 


® 1 Giant’s Tooth ia 
® 1 Baneflower 


Pro 
Soulfang Necklace piz3 


Materials: 

® 1 Soretooth Ring 
% 1 Drakestone 

® z Baneflowers 


os 


Crimson Fang pray 


Materials: 


z Drakestones 
© 1 Sturdy Shinbone 
% z Emberstones id 


7 - 


Wyrmfang Ring piz3 


Materials: 
® 1 Dragonstooth Ring 
© 3 Ritestones 

© 3 Drakestones 
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White Stag’s Tooth piz4 Medal of Impunity piz4 


Materials: Materials: 

® 5 Glowstones © 1 Star Pearl 

5 § Clumps of Troll’s Tears © 3 All-be-gones 
© 5 All-seeing Eyes ® 3 Glowcaps 


—r 


See 


Medal of Dexterity Barrier Badge 


Materials: Materials: 

©) 1 Soldier’s Sword ® 1 Iron Shield 

® 1 Bass Bell © = Meteorite Fragments ; 

© 1 Sprocket © 2 Sprockets Me 
. em 


° 
Medal of Steadfastness _ pizs Berserker’s Badge piss 

Materials: Materials: b| 
® + Iron Shield © 1 Bastion Badge 

® 2 Bubble Pipes 9) 2 Pairs of Black Wings 


© 2 Bass Bells © 2 Bubble Pipes 


Bastion Badge 


Materials: 

® 1 Braggart’s Badge 

® 2 Powerstones 

8) 30 Bowls of Fluffy Rice 


¥ See 


Tronclad Badge piz6 


Materials: 

& 1 Adamant Badge 
® 2 Drakestones 

® 3 Rumblenuts 


M777 


Bracer Badge piz6 


a Materials: 
; SI © ; Battler’s Badge 
( ® 1 Grunt Shield 
® z Fogdrops 
tf See 
if 


Hardheaded Badge piz7 


Materials: 
© x Battler’s Badge 

® 1 Soldier’s Helmet 
® 2 Tachestones 


Storm Seal piz7 


Materials: 
® 1 Gustplume 
® z Gnomebeards 


® 1 Angula 
eooe> 
Omniseal piz7 
Materials: 
© g Pairs of Angel's Wings 
® 5 Evil Eyes 
© 5 All-seeing Eyes 
i 


Stalwart Scale pi28 


Materials: 
© 1 Sturdy Shinbone 
® 1 Wetstone 


Shadowglass Scale 


Materials: 
© 1 Jade Marble 
3 Pieces of Shadowglass 


Seer 


Deep Blue Scale pr28 


Milk Chocolate pr4n 


Materials: 

® 1 Bar of Chocolate 

© 1 Bottle of Creamy Milk 
® 1 Jar of Bumbler Honey 


Materials: 

® 1 Coldstone 

© 2 Jade Marbles 
} ® 2 Wetstones 


SS or 


Fairy Chocolate pr4z 
Materials: 
® 1 Bar of Milk Chocolate 
® 1 Angula 
© + Rings-a-bell 
. J 
Salamander Scale pr28 Chocolate Bonbons prq2 
Materials: Materials: 
® 1 Drakestone ® z Bars of Chocolate 
® z Rumblenuts ® 2 Fogdrops 
® 2 Emberstones ® z Jars of Bumbler Honey 


See ii 


| Wyrm King’s Scale pi28 Snowdrop Bonbons pr4z 
Materials: 

® 1 Handful of Chocolate Bonbons 

® 2 Handfuls of Caramels 

® 1 Snowflake 


Materials: 
® 1 Dragonstooth Ring 
© z Star Pearls 

® z Drakestones 


Princess Chocolate 


Materials: 
© 1 Bar of Fairy Chocolate 


® 2 Handfuls of Crownberries 


Creamy Flan 


Materials; 
®1 Flan 
® 2 Dumpty Eggs 


"AlchemicaliRormmuler 


® 1 Jar of Bumbler Honey 
: Seve 


Babana Flan 


Materials: 
9 1 Creamy Flan 

© 2 Bunches of Babanas 
® 1 Gnomebeard 


S) 1 Handful of Snowdrop Bonbons 


prgz 


pr4z 


pr4z 


Frosty Flan 


Materials: 

® 2 Flans 

® 1 Snowflake 

© z Jars of Bumbler Honey 


0 8 > 
Fruit Flan pig2 


Materials: 
® 1 Frosty Flan 
® 2 Bunches of Green Grapes 


® 1 Bunch of Sour Grapes 


i 


Fantastic Flan piq2 


Materials: 
© 1 Babana Flan 
© 1 Fruit Flan 

© 2 Big Babanas 


Si 


Carrot Cake Pr43 


Materials: 
® 1 Cake 
® 3 Crunchy Carrots 


Carnation Cake pr43 Sour Sundae pi43 
, 
: Materials: Materials: 
® 1 Carrot Cake ® 1 Sundae 
© 2 Dumpty Eggs © 3 Bowls of Yogurt 
% 1 Angula 
“eSece — —--———« ooo 
Breeze Cake p43 
* Materials: 
® 2 Cakes 
} © 2 Handfuls of Caramels 
®)1 Gustplume 
See ° 
Patty Cake pr43 Wildflower Sundae pr43 
Seis Materials: Materials: 
© 1 Breeze Cake ®) 1 Sour Sundae 
: © + Rumblenut ® 1 Plainswort 
¥ © 1 Powerstone ® 1 Rings-a-bell 
eT . — 90> 
° 
Hot Cake pr43 Toadstool Sundae pr43 
; 
Materials: Materials: 
1 Camation Cake 8) 2 Sundaes 


® 1 Drakestone 
® 2 Handfuls of Crownberries 


S) 1 Glowcap 
® z Black Truffles 
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Sarsaparilla Sundae p44 Soft Scoop Ice Cream p44 


Materials: Materials: 

®) 1 Toadstool Sundae © 1 Salted Ice Cream 

® 2 Bunches of Booster Shoots ® z Bunches of Green Grapes 
® z Snow Radishes ® 1 Gnomebeard 


4 


5 
Knickerbocker Glory pr4g Snow-White Ice Cream 144 
Materials: Materials: 
® 1 Wildflower Sundae ® 1 Soft Scoop Ice Cream 
® 1 Handful of Crownberries © 2 Bowls of Yogurt 
® z Big Babanas ® 1 Snowflake 
or 
Salted Ice Cream pr44 
Materials: 
® 1 Ice Cream 
® 1 Bunch of Booster Shoots 


Ruby Ripple Ice Cream pi44 Tutti-Frutti Ice Cream pi44 
Materials: 

9 1 Ruby Ripple Ice Cream 
® 1 Bunch of Sour Grapes 

© 2 Handfuls of Crownberries 


Materials: 
® 1 Salted Ice Cream 
2 Crunchy Carrots 
® 1 Emberstone 


Susana 


Sweetie Pie 


Materials: 
9 Pie 
® 3 Crunchy Carrots 


Seer 


See-through Pie 


Materials: 

© 1 Sweetie Pie 

© 2 Bowls of Yogurt 

© x Bottle of Springwater 
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Game Pie 


Materials: 

® 1 Sweetie Pie 

® 2 Hunks of Tender Beef 
® 1 Rumblenut 


See 


Pie on the Bone 


Materials: 

® 1 Game Pie 

8) 1 Sturdy Shinbone 
® 1 Piece of Tealwood 


Pi44 


PI45 


Pr45 


P45 
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Golden Pie pi4s 


Materials: 
8) 1 See-through Pie 


Bunches of Babanas 
2 Big Babanas 


Jumbo Sundrop pr46 


Materials: 


Sundrop 
© 3 Sun Crystals 


i 
Jumbo Stardrop pr46 
Materials: 
) 1 Stardrop 
® 3 Star Crystals 

rs 
Jumbo Moondrop pr46 


Materials: 
8) 1 Moondrop 
9) 3 Moon Crystals 


Jumbo Planetdrop Cheeseburger 


Materials: Materials: “al 
© 1 Planetdrop ® 1 Sandwich Ma 
© 3 Planet Crystals ® 1 Crispy Lettuce +4 

1 Glowshrimp i 


is ¢ 

y 
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Sees ° 
Sandwich pigz Tonic pigz j 

Materials: Materials: 
® 1 Loaf of White Bread ® 1 Bottle of Pixie Dew a 

® 1 Hunk of Tender Beef ® 2 Bunches of Old Oak Leaves : 

® 2 Seeds of Discord / 

16 Sow 5 rs 


Fishburger pigz Pixie Dew prgz 
Materials: Materials: 
© 2 Loaves of White Bread 8) 1 Fogdrop 


® 1 Dumbflounder 
® 1 Crispy Lettuce 


® 3 Bunches of Booster Shoots 
© 3 Bottles of Springwater 


Sprite Dew Sage’s Secret 


p13z 

Materials: Materials: 

® 1 Bottle of Pixie Dew ® 1 Tonic 

© 1 Bunch of Sour Grapes 5) 1 Snowflake 

®) 3 Bundles of Slumbernot Leaves ®) 3 Glowcaps 
Seen —- se 

Strong Coffee P133 

Materials: 

© 2 Bottles of Iced Coffee 

© 1 Bottle of Springwater 
Sooo 

Cappuccino pr33 Phoenix Breath 

Materials: Materials: 


© 1 Cup of Strong Coffee 
© 3 Bottles of Creamy Milk 
© 1 Bundle of Slumbernot Leaves 


See 


® 1 Phoenix Feather 
9) 1 Coldstone 
®) 3 Plainsworts 


Espresso pr All-be-gone 
33 
Materials: Materials: 
© 2 Cups of Strong Coffee 5) 1 Bunch of Old Oak 
© 1 Fogdrop 9) 1 Plainswort 


© 3 Bundles of Slumbernot Leaves 


1 Bunch of Booster Shoots 


P133 
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PI34 


Leaves 
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—1ae-H{ Original Formulae os 


While other Men shew Meekenesse, 
The Wiseard taketh Armes, 


To strike at Evill’s Weakenesse 
And protect Himselfe from Harme. 


Equipping Your Familiars 


Equipment 


Equipping Your Familiars 


He Ingestion of Equipment beri 


Familiars do not use equipment in the same way humans do—they do not wield our weapons, 
wear our armor, or sport our jewelry. Instead they swallow such items whole, absorbing their 
power and enhancing their own natural abilities. Ingesting a sword, for example, will improve a 
familiar’s offensive capabilities, while ingesting a shield will boost their defense. 


Lest you wonder, familiars enclose equipment in transparent bubbles prior to ingesting it, thereby 
keeping their innards safe, and the items clean and ready for retrieval at a moment’s notice. Rest 
assured that familiars have no qualms about ingesting an item that has already been swallowed 
by another creature. 


H&K Types and Tastes Hai 


Three types of equipment are used by familiars: 
weapons, armor, and accessories. Each equipment 
type is wrapped in a differently colored bubble when 
swallowed—weapons are enclosed in red 
bubbles, armor is enclosed in blue 
blubbles, and accessories are enclosed 

in green bubbles. 


A familiar’s tastes will dictate 
which equipment they use, 
and they will stubbornly 
refuse to swallow items 

that are not to their liking. 


‘There is no cause to worry, 
however. Since familiars will 

only tolerate equipment with which 
they are comfortable, you may rest 
assured that anything they do ingest 
will have a positive effect of one 
sort or another on their abilities. 


Soldier’s Sword 


‘A popular metal blade, issued 
to grunts of the Hamelin 


army. Keen-edged and fairly 


sturdy. 
‘These basic weapons rely on 
sharp blades to slice through iE, 
enemies’ defenses. Source: 


® The Cawtermaster’s Store (Hamelin) 


Wooden Sword 


A simple wooden weapon. 
Unlikely to sever an enemy’s 
limbs, but delivers a decent 


Pirate’s Cutlass 


‘A pirate’s weapon of choice. 
The sight of its curved 
blade strikes fear into every 


bonk on the head. seafarer’s heart. 
Source: 
® The Cawtermaster’s Store (Ding Dong Dell) Source: 


® Treasure Chests © Treasure Chests 


Well-Worn Sword 


An extremely basic weapon, 
common in Ding Dong Dell. 
Its blade is nothing special, 
but it is very easy to wield. 


Burning Blade 


A sword that produces a jet 
of flame as it is swung. Do be 
sure not to singe your robes. 


Source: 
© The Cawtermaster’s Store (Ding Dong Dell) 
© Treasure Chests 


Source: 
© A Treasure Chest on Old Smoky 


Roc Feather 


An enormous feather-shaped 
sword, comprising numerous 
smaller blades. Said to cause 


Bone Sword 


A sword carved from a 
large monster bone. ‘Though 
not as sturdy as its metal 


counterparts, it is significantly whirlwinds when swung. 

lighter. ‘ 
Source: Source: i 
® The Cawtermaster’s Store (Al Mamoon) ® Castaway Cove Peddler and Elsewhere i 


Clockwork Cleaver 


‘A sword with a revolving cog 

. where its blade should be. 
Ensure your sleeves do not get 

i caught up in the mechanism. 


Source; 
© A Treasure Chest in Hamelin 


Champion’s Sword 


A modern imitation of a 

legendary blade. Some claim V/, 
_ that it is more effective in the 

hands of one who believes it _ ("6 

to be the real thing. 


Source: 
®) Alchemical Cauldron 


Black Blade 

A sword whose narrow blade 
is as black as night. It is said 
to absorb all the light around 


it, darkening its owner’s mood 
‘ in the process. 


Source: 
© A Treasure Chest on the Tombstone Trail 


Hero’s Sword 


Once used by a warrior who 
single-handedly repelled an 
invading army, this sword 
is said to exude a fearsome 
} Presence. 


VA 


Source: 
\d © Unknown 


Pikes en» 


bal 


Bluster Blade 


A blade inscribed with 
magical runes that cause a 
great wind to blow when it 
is swung. 


Source: 
® As a Casino Prize 
© A Treasure Chest in the Glittering Grotto 


Greatsword 


‘The favored weapon of a 
band of warriors known 
for their bloodcurdling war 
cries. Its sheer size makes 

it incredibly destructive. > 


Source: 
) Perdida Peddler 


Blazing Blade 


A magical sword that is 
permanently engulfed in 
flames. It sears and sunders 
flesh with ease. 


Source: 
® Yule Peddler 


Night Blade 


A dark blade that feeds 
upon its wielder’s hopes and 
dreams, Take care when using 
it, lest you lose yourself in its 
eternal night... 


Source: 
© Treasure Chests 


Lost Sword 


A weapon believed to have 
been used during the Great 
Wizard Wars. Though its 
blade is warped, it still retains 2 
its ancient power. 


Source: 
® Alchemical Cauldron 


Sainted Sword 


A blade that will only harm 
those whom its wielder has 
designated. Thus guided, it 
seeks out weak points and 
smites them righteously. 


Source: 
® Alchemical Cauldron 


Radiant Blade 


A sword that gleams in 
the hands of the pure- 
hearted. Creatures of an 
evil disposition flee before 
its light. 


/ 
A 
/ 


Source: 
® A Treasure Chest in Nevermore 


Skyfall Sword 


Said to contain an ore that <e 
fell from the skies above, Vi 
this blade’s glittering sheen 
is unlike any metal from this 
world. 


Source: 
© Alchemical Cauldron 


Celestial Sword 


‘A legendary weapon, said 
to be guided by the stars 
themselves. Its blade becomes 
sharper every time it is raised 
to the night sky. 


Source: 
® Unknown 


Legends tell of how this sword 
was thrust into the earth at 
the dawn of time, bringing 
about the birth of all things. 


Source: 
® Alchemical Cauldron 


Nazcaan Longsword 


Nazcaiin tradition dictated 
that only the bravest soldiers 
were permitted to wield this 
blade. The hero stirs within 
all who grasp its hilt. 


Source: 
® Unknown 


Kitchen Knife 


A sharp implement that makes 
light work of any culinary 
cutting. Reasonably priced and 
always useful to have on hand. | 


Source: 
© The Cawtermaster’s Store (Ding Dong Dell) 


S204) ae 


Candle Cutter Sacred Dersct 


A knife with a magical flame A ceremonial dagger, mainly 
at its tip. The flame is never used in weddings and other 
extinguished, and the blade is such rituals. Believed to be 
always red-hot. holy, so be sure to handle it 
with respect. 


Source: Source: 
® Alchemical Cauldron ® Treasure Chests 


| Flint Dagger Divine Dagger 


A stone dagger, created by A weapon that receives divine 
the people of an ancient protection from the sun. The 
civilization. Now blunt, it is dagger and wielder become 
a rather ineffective weapon. ‘one, allowing them to move 

more swiftly than any enemy. 


Source: Source: 
© The Cawtermaster’s Store (Al Mamoon) ® Alchemical Cauldron 


Sickle Witch’s Thorn 


A cutting tool with a curved Sharpened to a fine point 
blade. Its unique shape makes and designed to strike 
it useful both on the farm and targets where they are most 
on the battlefield. vulnerable, this weapon can 
fell a foe with a single blow. 
Source: Source: ‘4 
® Castaway Cove Peddler ® The Cawtermaster’s Store (Hamelin), * 
ag So ‘ 
Shadowglass Knife Woodsman’s Knife 
. : 
Crafted from an extremely A crude implement, fashioned 
hard black glass, this knife from an animal’s fang. Its ‘ 
has a jagged edge that causes serrated edge causes agony 
great distress to its victims. to its victims. 
4 
be Source: Source: 


4 ® Alchemical Cauldron ® Treasure Chests 


_ Ice Shard Planet Splitter RS, 

ae ‘The most powerful dagger ree 
| will never melt, its cooling Z of Nally itv eleavca, throneh 

touch has 2 calming effect sy evaiestal with tease aitd 


Re during the heat of battle. strikes with incredible speed. 
ra 3 Its power is not believed to ty 
oe be of this world. 

Source: Source: 


» © ® Yale Peddler ®) Alchemical Cauldron 


i Kiss of Death 


A dagger that can dispose 
‘of an enemy with a single 
blow. Its blade seems to be 


ie magically drawn to a target’s 
aunt _ weak spots. 
Though generally very heavy, these 
° are some of the most powerful 
“ : “ake ; pecenoce SE a wizard, 
Flitwing Woodcutter’s Ax 
——__Ablade that moves so swiftly, ff A basic ax, generally used for 
-_ its approach cannot be heard y/ cutting firewood but also of 
am until after the weapon has 7 use on the battlefield. 
st struck home. ee 
ae 
Source: Source: 
® Alchemical Cauldron ® The Cawtermaster’s Store (Al Mamoon) 


Sorcerer’s Soul Tron Ax 


A mysterious dagger, believed 
to have been crafted from 
crystallized light by an 


‘An ax with a heavy iron head. 
Its thick edge will rarely 
succumb to nicks, no matter 


z ancient sorcerer. how wildly it is swung. 
: 
i <i Source: Source: 
os ® Unknown © Castaway Cove Peddler ft 


ee teshe) 


Ogre King’s Ax 


An enormous axe, believed 
to have a soul of its own. 
Enemies will quiver in fear 
of a wizard who wields one 
of these. 


Source; 


® Unknown 


Guardsman’s Ax 


An ax issued to grunts 

of Hamelin’s army. The 

latest model combines ease 

of wielding with awesome 

} destructive power—and all 
gm, ata very reasonable price. 


Source: 
%) The Cawtermaster’s Store (Hamelin) 


Watchmaker’s Ax 


A weapon with a blade that 
is fine enough to cut cogs for 
watches. On the battlefield, 
the ax sinks deeply into 
enemy flesh, leaving them 
begging for mercy. 


Source: 
® Alchemical Cauldron 


Clockwork Ax 


An unusual ax with a giant 
cog instead of a blade. The 
spinning teeth cause untold 
damage when they catch on 
enemy flesh. 


Source: 
® Alchemical Cauldron 


Grand Ax 


A huge ax that requires both 
hands to wield. Though it 
seems unrefined, it is a 
powerful weapon, and one 
which commands a high price. 


Source: 
® Perdida Peddler 


Giant’s Ax 


Legends claim that this ax 
once belonged to a giant who 
used it to fell a hundred men 
with a single blow. 


Source: 
® As a Casino Prize 
®) A Treasure Chest in Nevermore 


ls 


Source: 
® Alchemical Cauldron 4 


Demon’s Ax 


Since its creation by an 
ancient wizard, this ax 
is said to have claimed 
countless lives. A 
sobering thought for 
any who face it. 


7 
War God’s Ax 4 
‘This mighty weapon smolders 4 
with the fierce fighting spirit ft 
of its former owner. Its power : 
is beyond imagining. ; 
Source: 


9 Alchemical Cauldron 


Wooden Mallet 


A simple wooden hammer. 
Though not especially 
powerful, it has been carved 
from sturdy timber and is very 
easy to use. 


Source: 
® The Cawtermaster’s Store (Al Mamoon) 


Massive Mallet 


As huge as its name suggests, 
this hammer requires 
superhuman strength to wield. 


Source: 
® The Cawtermaster’s Store (Fairyground) 


Tower Toppler 


An extremely heavy metal 
hammer. Though rather 
cumbersome, it is powerful 
enough to bring down a tower 
with a single blow. 


Source: 
D The Cawtermaster’s Store (Hamelin) 


Hammer of Justice 


‘This hammer belonged to 
a knight who never forsook 
his comrades. It serves as a 
reminder of the importance of 
caring for one’s companions. 


Source: 
 Alchemical Cauldron 


‘Tomte Whomper 


Carved from a piece of glacial 
ice, this hammer freezes 
anything it strikes. No wizard 
worthy of his wand would ever 
use it to whomp a tomte, of 
course. 


Source: 
® Yule Peddler 


Ninnyhammer 


‘Though it produces a silly 
noise and a cloud of stars upon 
impact, a brain-scrambling 
blow from this hammer is no 
laughing matter, 


Source: 
® Alchemical Cauldron 


Steam Hammer 


A steam-powered hammer 
capable of crushing boulders 
into tiny pebbles. The latest 
model boasts several aim- 
improving features. 


Source; 
® A Treasure Chest in the Vault of Tears 


Meteor Mallet 


An enormous hammer, 
‘Though its weight makes it 
hard to aim with accuracy, 
its impact is like that of a 
falling meteorite. 


Source: 
® Alchemical Cauldron 


Long-handled weapons with sharp 
heads for piercing enemy defenses. 
In skilled hands, they can be deadly. 


Sharpened Stick 


A sturdy wooden staff, carved 
to a point. It makes for an 
excellent tent pole in times 
of peace. 


Source: 
® The Cawtermaster’s Store (Ding Dong Dell) 


Flint Spear 


A wooden spear with a 
sharpened stone head. 
Surprisingly fragile, it is 
easily broken when wielded 
carelessly. 


Source: 
® The Cawtermaster’s Store (Al Mamoon) 


Pig-Iron Pike 


A basic metal spear that 
requires careful maintenance 
to prevent it from rusting. 


Source: 
® Castaway Cove Peddler 


Soldier’s Spear 


A spear issued to Hamelin 
grunts. The elegant engravings 
along its shaft have a positive 
effect on morale. 


Source; 
© The Cawtermaster’s Store (Hamelin) 


Hoarfrost Harpoon 


A wintry spirit has blessed the 
ice that forms the glittering 
tip of this spear, ensuring it 
will never melt. 


Source: 
® A Treasure Chest in Golden Grove 


Lightning Bolt 


A thin spear that crackles 
with natural energy. A mighty 
storm is summoned when its 
point is held aloft. A 


Source: 
© Treasure Chests 


Gale Spear 


This spear’s curved head 
evokes the spirit of a gust of 
wind. Forging it requires great 
skill and no little art. 


Source: 
%) The Cawtermaster’s Store (Fairyground) 


Champion’s Spear 


A large weapon designed for 
use by warriors of surpassing 
strength and skill. Its balance 
aids speed and accuracy. 


Source: 
® Alchemical Cauldron 


Dryad’s Spear 
Fashioned from a fallen 
branch, and blessed by a forest 
spirit, this spear brings good 
fortune to its wielder. 


Source: 
® Treasure Chests 


Royal Spear 


Once used by the royal family 
of a forgotten kingdom, this 
~ spear adds a touch of elegance 
to one’s battle regalia, 


Source: 
® Alchemical Cauldron 


Bee Sting 


A cruel spear that releases a 
deadly poison upon impact. 
‘The bold pattern is designed 
to intimidate the enemy. 


Source: 
© Treasure Chests 


Crystal Spear 


A transparent spear, made of 
the purest crystal. Its magical 
properties mean that one blow 
can cause untold damage. 


Source: 
® Unknown 


Deadeye Spear 
Forged by a legendary hunter, 


this spear never misses its 
mark, however evasive the 
enemy may be. 


Source: 
© Perdida Peddler 


Glorious Lance 


A proud weapon that gleams 
magnificently. The Glorious 
Lance is said to guarantee 
victory for its wielder. 


Source: 
® Unknown 


Rainbow Lance 


A lance with a prism-shaped 
head that sheds light on the My 
secrets of even the most 
enigmatic enemies. 


Source: 
® Alchemical Cauldron 


y 


Dragon Lance 


A lance whose power is sure 
to overcome its wielder. It is 
-not a weapon to be taken up 
by the fainthearted. 


Savage weapons crafted from a variety 


of common alchemical ingredients, 
such as talons and bones. 


Source; 
© A Treasure Chest in Nevermore 


Crude Claws 4 


Curved and extremely sharp 
claws—perfect for when the 
enemy gets too close. 


Giant’s Spear 


This weapon once belonged 
to a giant who bestrode the 
battlefields of old. Foes still 
quake at the mere sight of it. 


Source: 


Source: 4 
© Alchemical Cauldron 


%) The Cawtermaster’s Store (Al Mamoon) 


Knucklebone Claws 


Made from carved animal ; 
bones, these imitation claws 
are sharper than the real 


Longshank 


The hero to whom this 
spear first belonged is said 
to have used it to clear an 


entire battlefield with a single thing, and exceedingly light 
mighty swing. to boot. LL 
“a 
0) 
Source: Source: f 


® Alchemical Cauldron ® Alchemical Cauldron 


Woodland Claws ; 


‘A claw-shaped weapon made HN 
of wood. Be sure not to let 
it sprout leaves—they would q 
only soften your blows. j 


Source: 
%) The Cawtermaster’s Store (Fairyground) 


Gaudy Claws Giant’s Fingernails ail ; 


Golden claws, as worn by 
a man who styled himself 
the “Casino King.” Such 

* garishness does not become 
a wizard. 


Enormous fingernails, plucked 
from a fallen giant. Most folk 
would struggle to pick these 
up, let alone wield them. 


Source: Source: 

® Treasure Chests ® Treasure Chests 
Bullhorn Claws Crucible Claws 
Claws in the shape of animal Highly durable tempered steel 


claws that cover the whole 
hand, allowing the user to 
smash through walls with 


horns, set far apart. They 
are theoretically capable of 
goring two enemies at once. 


ease. 
Source: Source: 
®) Castaway Cove Peddler © Alchemical Cauldron 


Steel Claws Haunted Claws 


Military-issue metal claws. Contrary to popular opinion, 

‘The glint of their finely honed these eerie claws are not 

edges will strike fear into even haunted by an evil spirit, 

the toughest enemy, and do not harm the wearer. 

Source: Source: i 

® Alchemical Cauldron ® The Cawtermaster’s Store (Hamelin) ; 
F F ; 

Tainted Claws Six Wind Claws | 

Cruel claws that carve through Curious claws that summon 


a victim’s flesh, leaving 
poison in the wound. The 


powerful gales when swung. 
Said to have been used by a 


toxin takes effect in seconds. mountain-dwelling spirit. 
Source: Source: 
®) Alchemical Cauldron ® Alchemical Cauldron 


azote 


Snow Witch Claws Griffin’s Talons 


Claws hardened by exposure Claws taken from the mighty 
to the harsh climate of the griffin, king of beasts. No 
Winter Isles. Some claim 24 creature alive could suppress 
that they contain fragments a cry when faced with such 
of tundra ice. weapons. 


Source; Source: 
® Yule Peddler ® Unknown 


Ice Queen Claws Blackwyrm Claws 


Ice-cold claws, imbued with The claws of a fire-breathing 
the power of a sorceress from black dragon. Enchanted with 
the frozen north, They deliver evil spells, they cut though 


a piercing chill. 


ferocity, 
Source: Source: 
® Alchemical Cauldron SA Treasure Chest in Ding Dong Well 
Werewolf Claws Cat King’s Claws 


Gleaming silver claws, taken 
from a legendary wolf. Their 
power is said to increase 
tenfold whenever the moon 


Crafted using claws 
bequeathed by several kings 
of Ding Dong Dell, these 
ceremonial items have never 


is full. seen battle. 
% Source: Source: 
© Unknown ® Unknown 
Ice Crystal Claws Dragon King’s Claws 


‘Transparent claws, made of The claws of an ancient 


finely polished ice. A spectral dragon, believed to have 
glow seems to emanate from belonged to a venerable royal 
inside them. family for generations. 
Source: Source: 

9 Alchemical Cauldron 9 Unknown 


Ossie 


Star Eater’s Claws 


‘The glowing claws of a 
legendary beast, believed 
to have feasted on the stars 22233 
themselves. Evil-disposed hi) 
creatures flee before / 


them. t 


Le 


Source: 
® Alchemical Cauldron 


Horns retain the life force of 
their former owners, making them 
formidable weapons. 


Spiral Horn 


A horn whose unique spiral 
shape can be both a help 
and a hindrance. Be sure to 
find a way to use it to your 
advantage. 


Source: 
® The Cawtermaster’s Store (Ding Dong Dell) 
© A Treasure Chest in Ding Dong Well 


Beetle Horn 


A curious horn with a forked d 
tip. Its origin has been the } 
subject of intense wizardly 
debate. 


Source: 
© Treasure Chests 


Poisoner’s Horn 


A horn that has been specially rs 
adapted to poison its victims. Ny A 
Be sure to keep its tip well SS 


away from any exposed skin. 


Source: 
® Treasure Chests 


Whalefish Tusk 


The original owner of this FY j 
tusk was an ancient marine vi 
j 


mammal that ruled over the 
oceans of old, striking terror 
into sailors’ souls. 


Source: 
© The Cawtermaster’s Store 
(Fairyground) 


Dragon Tusk 


An artificial tusk, carved 
from the fossil of an ancient 
dragon. When held to the ear, 
a roaring wind can be heard. 


Source: *s 
® Treasure Chests 


Lazy Bone 


Its captivating pattern is 
known to send those who 
look upon it to sleep. Be 
sure to avert your gaze while 
wielding. 


Source: 
® Perdida Peddler 


x se S755 Sos 


Icewyrm Tusk 


‘This horn’s piercing chill 

. makes holding it with bare 

hands impossible. Be sure to 

‘ wear gloves of leather or fur 
while wielding. 


" Source: 
® Yule Peddler 


rR The antler of a legendary 
; white stag, said to be a 
representative of the gods. 
Tk grants strength and courage 
to its bearer. 


Source: 
® As a Prize at the Casino 


Providing protection for the whole 
body, a sturdy suit of armor can 
prove invaluable in battle. 


Leather Armor 


great ease of movement. 


Source: 


F © The Cawtermaster’s Store (Ding Dong Dell) 


yj sheet of iron, While 
(a . . 
y reasonably priced, its 
protection is limited to the 
torso. 
Source: 


i White Stag’s Antler 


‘Though this animal hide does 
not provide much protection, 
it is very light and allows for 


Iron Breastplate 


vi, Armor made from a thick 


® Castaway Cove Peddler 


Rugged Armor 


Armor made from extremely 
durable animal hide. Donning 
it makes one feel truly ready 
for battle. 


Source: 
& The Cawtermaster’s Store (Al Mamoon) 


Toughened Armor 


Armor made from tough 
leather, treated at a high 
temperature for additional 
surface strength. 


Source: 
® Alchemical Cauldron 


Mirrored Armor 


Enchanted so as to ward 


off evil spirits, this armor ~ ‘SN 
is believed to protect its . 2 
wearer from catastrophe. 


Source: \ 
© Treasure Chests 


Dress Armor 


Though extravagantly 
decorated, this golden suit 
of armor is surprisingly 
resilient. 


Source: 
® Unknown 


Grunt Armor 


Cheap yet relatively 
comfortable, this iron armor 
has been standard issue in the 
Hamelin army for generations. 


Source: 
® The Cawtermaster’s Store (Hamelin) 


Scale Armor 


A tough suit of armor, made 
from hard scales that are 
ingeniously linked to allow 
full freedom of movement. 


Source: 
® The Cawtermaster’s Store (Fairyground) 


Bone Mail 

Armor made from animal \ d 

bones, designed to absorb, he: 4 
} 


impact. Far lighter than metal < i 
=r 
‘ 


armor, it permits greater 
mobility. 


Source: 
© Alchemical Cauldron 


Gale Armor 


A spirit has granted this 
armor protection from the 
storm, making it the ideal 
attire for doing battle in bad 
weather. 


Source: 
® Alchemical Cauldron 


Stout Armor 


Heavy armor, made from ¢ 
several slabs of iron. Though 
very tough, its weight will 
greatly impede a wizard’s 
movement. 


Source: 
© Unknown 


Royal Armor 


Believed to have once 
been worn by a famously 
courageous king, donning Wj 
this armor causes one’s fears 
to fade away. 


Source: 
® Alchemical Cauldron 


Champion’s Armor 


This suit of armor has 
survived many a brutal battle, 
and confers great strength 
upon its wearer. 


Source: 
© Alchemical Cauldron 


Inferno Armor Night Armor 


Armor designed specifically 
for doing battle with fire- 
breathing dragons. It is 


A jet-black suit of armor 
that allows the wearer to 
become one with the night, 


extremely resilient to both overcoming all fear of t Sia 
heat and flame. darkness. tag 
ig 
ce 
he Source: Source i 
©) Yule Peddler ® A Treasure Chest in the Miasma Marshes 


Pure Steel Armor Enigma Armor 


The steel used to make this Armor which incorporates 
armor has been specially a mysterious fossil. The 
refined using a secret method, eerie glow is not merely 
granting it extra strength. decorative—it also deflects 


enemy blows. 
Source: Source: 

© Treasure Chests 3) Unknown 

Enchanted Armor Boarlord’s Armor 
The jewels which adorn Ceremonial armor that has 
this armor confer magical , Sect been worn by generations of 
protection, even if the wearer Hamelin royals. we 


is not magically inclined. 


Source: 
© Perdida Peddler @) A Treasure Chest in Nevermore 


Knight’s Armor Armor of Justice 


‘The favored armor of a hero 
who believed that to fear ( 
injury was to invite it. 


The armor of a peerless 
knight. Its many decorations 
recall its former owner’s 
valorous achievements. 


Source: Source: 
® Unknown 9) Alchemical Cauldron 


Pete 


Let 


Brilliant Armor 


A suit of armor that glows 


it receives. Its light causes 3 
courage to swell within the 
wearer. 


A warrior’s first line of defense, 
carried in the hand and used to 
Ce enemy blows. 


® Alchemical Cauldron 


Celestial Armor Wooden Shield 


This simple wooden shield 
cannot be relied upon to 
provide much protection, but 
sages agree it is better than 
nothing. 


Majestic armor that shines 
with the light of a million 
stars. It is believed to confer | 
a form of magical protection. y 


Source: Source 
6 As a Prize in the Casino 6) The Cawtermaster’s 


Store (Ding Dong Dell) 


War God’s Armor Shinbone Shield 


a 
= = 


Purportedly worn by a warlike A shield made from large aig : | 
deity, this nigh impregnable animal bones, tied together P; 
armor is capable of deflecting ~% with string. Try to ensure that a 
countless enemy blows with the knots do not come undone. a 
ease. e 
Source: Source: 

) Alchemical Cauldron ®) Treasure Chests 

Nazcaan Armor Leather Shield 

Only the most steadfast — A shield consisting of an 

Nazcain soldiers were animal hide stretched across _f 

awarded this armor, Wearing a wooden frame. The thicker 

it is said to kindle one’s the hide, the stronger the \ 

patriotic fervor. shield. 

Source: Source: 

© Unknown ©) The Cawtermaster's Store (Al Mamoon) 


al 


Tron Shield 


Comprising several iron 
plates, this shield is certainly 
strong, but its weight makes 
it unsuitable for the weak of 
arm. 


Source; 
9 Castaway Cove Peddler 


Scale Shield 


Wrought from several hard 
monster scales, this shield 
excels at deflecting enemy 
blows, and is also completely 

) waterproof, 


Source: 
& Alchemical Cauldron 


Shiny Shield 


A shield whose surface always 
gleams like a polished mirror. 
A special metal is said to be 
used to create the effect. 


Source: 
© Unknown 


Grunt Shield 


A shield issued to grunts of 
Hamelin. Though one feasibly 
could, cowering behind its 
girth is not a seemly way for 
a wizard to behave. 


Source: 
® The Cawtermaster’s Store (Hamelin) 


Ours 


Shadowglass Shield 


A gleaming black shield made 
from pure shadowglass. It is 
said to have belonged to a 
warrior wizard of yore. 


Source: 
® Alchemical Cauldron 


Holy Shield 


This glowing white metal 
shield deflects blows 
with aplomb and thwarts 
adversaries’ attempts to nix 
its owner. 


Source: 
® As a Prize at the Casino 
8) A Treasure Chest in the Glittering Grotto 


Champion’s Shield 


A shield that was once used 
by a great warrior. Its surface 
is completely free of rust, 
despite its age. 


Source: } 
® Alchemical Cauldron 


Tundra Shield | 
} 


Having laid hidden under a 
mass of ice for millennia, 
this shield is now extremely y, 
resistant to wintry weather. 


Source: 
© Yale Peddler 


Avenger’s Shield War God’s Shield 


‘This uniquely shaped shield 
has a glossy-smooth finish 
: that deflects curses back onto 
the enemies who cast them. 


Said to have once belonged 
to a warlike deity, this all- 
surpassing shield is capable 
of swatting meteorites back 
into the heavens. 


Source: Source: 
® Perdida Peddler ® Alchemical Cauldron 


Mystical Shield Pretty Parasol 


With this shield, a wizard may 
stand tall against fearsome 
foes, safe in the knowledge 
that he shall never be nixed. 


A parasol with a rather dainty 
design. Despite its flimsy 
appearance, it deflects both 
the sun’s rays and enemy 
blows with ease. 


Source: Source: 
® Alchemical Cauldron ® Unknown 
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Goddess’s Shield 


A shield that enjoys a 
degree of divine protection. 
Tt also grants the wizard an 
invaluable insight into the 
thoughts of allies, aiding 
cooperation, Sundry outfits, ranging from simple 
travel garments to robes imbued 
with great magical power. 


Source: 
® Alchemical Cauldron 


Shield of the Pure Rustic Garb 


A sacred shield that resists all A simple outfit woven from 
evil. Naturally, it can only be natural fibers grown near Ding 
wielded by a wizard who is Dong Dell. Cheap enough for 
pure of heart. even the lowliest peasant to 
purchase. 
Source: Source: 
& A Treasure Chest in Nevermore © The Cawtermaster’s Store (Ding Dong Dell) 
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Merchant’s Garb 


A lightweight outfit that 
allows full freedom of 
movement. Said to bless the 
wearer with spectacular sales 
patter—if you believe such 
claims. 


Source: 


® The Cawtermaster’s Store (Al Mamoon) 


Hallowed Habit 


Made from an elegant, lightly 
shimmering fabric, enemies 
have been known to be 
distracted by this garment’s 
scintillating sheen. 


Source: 
® Treasure Chests 


Rubber Robe 


A waterproof garment, 
designed to prevent 
inexperienced swimmers 
from drowning. Effective at 
repelling water-based attacks. 


Source: 


® Castaway Cove Peddler 


Fine Frock 


A dress that’s covered in 
countless fine jewels. Its eye- 
catching design is intended 
to inform onlookers of the 
wearer's wealth. 


Source: 
® Treasure Chests 


Soldier’s Smock 


‘As worn by Hamelin grunts- 
in-training. Though it wraps 
tightly around the body, this 
smock permits great freedom 
of movement. 


Source: 


© The Cawtermaster’s Store (Hamelin) 


Misty Shroud 


A garment woven from fine 
strands of mist, it allows the 
wearer to fade from sight, 
leaving enemies swinging at 
thin air, 


Source: 


® A Treasure Chest on the Tombstone Trail 


Magic Cloak 


Though nowhere near 
as effective as a suit of 
armor, this enchanted cloak 
does confer some magical 
protection upon the wearer. 


Source: 
© Perdida Peddler 


Noble Attire 


Once owned by a proud 
family of aristocrats, this 
outfit’s quality is evident in 
the surpassing fineness of its 
weave. 


Source: 
9) Treasure Chests 


Champion’s Tunic 


A tunic that allows complete 
freedom of movement. 
Instilled with a warrior’s 
spirit, it ensures that the 
wearer never loses heart. 


Source: 
® Alchemical Cauldron 


Sasquash Pelt 


A coat made from a sasquash 
pelt. Warm, waterproof, and 
indispensable for those who 
reside on the Winter Isles. 


Source: 
® Yule Peddler 


Dead Man’s Duds 


A sinister-looking outfit. 
Some claim that those who 
wear it are susceptible to the 
pernicious influences of evil 
spirits. 


Source: 
® A Treasure Chest in the Miasma Marshes 


Starspun Tunic 


A gently glittering robe 
imbued with a purifying 
power, Wearing it is said to 
hasten a wizard’s recovery 1 
from injury. 


Source: 
Unknown 


Wizard’s Robes 


Noble vestments woven using 
an ancient method. Those 


who wear such robes are 
known to bring miracles in 
their wake. 


Source: 
® Alchemical Cauldron 


Mist Robes 


The traditional robes of 
wizards-in-training. They 
serve to inspire the wearer and 
thereby teach the importance 
of ambition. 


Source: 
& The Cawtermaster’s Store (Al Mamoon) 


Flame Robes 


A heat-resistant outfit, worn 
by Mamoonis when crossing 
the desert. It also offers 
protection against fire during 
battle. 


Source; 
® A Treasure Chest on Old Smoky 


Gale Robes 


Light robes, encircled by a 
constant breeze that offers 
protection against the 
elements. Ideal for those who 
wish to travel through storms. 


Source: 
&) The Cawtermaster’s Store (Fairyground) 


Mystic’s Robes 


Beyond simple protection, this 
outfit made from enchanted 
iron sand grants the wearer 
heightened sensitivity to 
nearby magnetic fields. 


Source; 


® Unknown 


Ripple Robes 


Covered in a thin film of 
moisture, these robes are 
entirely water-resistant, (f 
making them perfect for a by 
rainy day. 


Source: 
S) Alchemical Cauldron 


Robe of Restoration 


A pale green robe, believed to 
have been woven by fairies. It 
continues to sparkle dimly on 
even the darkest of nights. 


Source: 


® Unknown 


Goddess’s Gown 


A gown that shimmers like a 
restless rainbow. The degree 
of craftsmanship required to 
weave this garment explains 
why it is so seldom seen. 


Source: 
© Alchemical Cauldron 


Sorceress’s Robes 


Elegant robes, decorated with 
magical gems whose power 
is said to protect the wearer 
from a multitude of perils. 


Source: 
8) Unknown 


Special equipment for protecting 
one’s head—the most important 
part of the body. 


Wooden Helmet 


A helm carved from a sturdy 
tree trunk. Though heavy 
and simply designed, it does 
a good job of protecting one’s 
head. 


Source: 


— 
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© The Cawtermaster’s Store (Ding Dong Dell) 


Pointy Hat 


A tall hat that tapers to a 
distinctive point. It is by some 
distance the most popular item 
of headwear among wizards. 


Source: 


) Treasure Chests 


Soldier’s Helmet 


This tough iron helmet has 

long been the first item of 

armor that trainee soldiers 
* learn to wear. 


Source; 


® The Cawtermaster’s Store (Hamelin) 


Champion’s Helm 


An extremely heavy iron 
helmet. Simply feeling its 
great weight lends clarity and 
decisiveness to one’s actions. 


Source: 
) Alchemical Cauldron 


Blessed Helm 


This sacred helm has been the 
subject of countless prayers, 
and is believed to grant good 
fortune on the battlefield. 


Source: 
® Alchemical Cauldron 


Helm of Hamelin 


Being awarded this helm is 
the greatest honor afforded to 
soldiers of the Hamelin army. 


Source: 


) A Treasure Chest in the Glittering Grotto 


War God’s Helm 


A helm forged by a warlike 
deity and decorated with 
trophies torn from beasts that 
he slew. The sight of it fills 
enemies with unholy dread. 


Source: 
® Alchemical Cauldron 


Nazcaan Helm 


The finest minds in the 
Nazcaiin army were granted 
the use of this helm. It allows 
the wearer to perceive the 
truth with total clarity. 


Source: 
&) Unknown 


Cloaks 
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Popular among wizards, cloaks 
protect the body, and often convey 
additional beneficial effects, 


Leafy Mantle 


Made of fresh green leaves, 
this mantle is surprisingly 
warm, and highly prized 
for its wonderfully calming x 
aroma. 


Source: 
® The Cawtermaster’s Store (Ding Dong Dell) 
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Snakeskin Cloak 
"The snakeskin from which this 
cloak is made is naturally light 
and strong, yet it will swiftly 


care. 


Source: 


Cloud Cover 


A pale cloak that’s light as 
a veil of mist. The wearer 


peripheral vision. 


Source: 


Stripy Cloak 


This cloak’s stark stripes are 
rather too striking to wear 


field they actually serve to 
make one less visible! 


Cc 


Source: 
® Alchemical Cauldron 


A mantle imbued with the 
awesome power of the ocean. 
It allows the wearer to channel 
the energy of nearby waves. 


Source: 
® Castaway Cove Peddler 


f 


*) harden and crack without due 


© The Cawtermaster’s Store (Al Mamoon) 


becomes a blur in his enemy's 


S) A Treasure Chest on Old Smoky 


about town, but out in the P 


Sea Breeze Cloak 


&; 


Diva’s Mantle 


‘This glamorous garment 
gives the wearer a certain 
sense of superiority—entirely 
unfounded, of course. 


Source: 
® Unknown 


Breezy Cloak 


rd This dainty garment 

inal » billows in the faintest of 

Hey breezes, catching the light 

. Pi and producing a wonderful 4 
x % : shimmer. / 


Source: 
8) Alchemical Cauldron 


Caghoul q 


Allegedly woven from be 

the hairs of a ghost, this 

garment’s eerie appearance 

does not endear its wearer to i 

onlookers. ‘ \ 


Source: 
® The Cawtermaster’s Store (Hamelin) 


Green Man’s Cloak 


A beautiful green cloak, 
colored using a herbal dye 
that also gives it a wonderful 
calming fragrance. 


Source: 
® A Treasure Chest in the Vault of Tears 


Eagle Eye Cloak 


A pure blue cloak with a 
truly captivating beauty. Even 
wizards who don’t usually 
wear blue look good in this 
garment. t 


Source: 
® Alchemical Cauldron 


Champion’s Cloak 


Once worn by an ancient 
warrior, this cloak gives the 

wearer an air of unshakeable 

courage. A 


Source: 
© Alchemical Cauldron 


Phantom Mantle 


A cloak that’s been enchanted \ 

so as to refract light, Re 
rendering its wearer nigh on 

invisible. é 


Source: 
® Alchemical Cauldron 


Aurora Cloak 


A beautiful garment decorated 

with twinkling stars. It unfarls SASS 

in the breeze to display a vista Kin 
much like the aurora after," “11 
which it was named. hire 
Source: 


® Yule Peddler 


Necromancer’s Mantle 


J 
Despite being blacker than Pel 
night itself, this cloak #1 
supposedly prevents the 
wearer from being enveloped 
by darkness. 


Source: 
® Treasure Chests 


Dusk Mantle 


This deep orange cloak puts 
one in mind of the setting sun, 
warming both body and soul. 


Source: 
&) Perdida Peddler 


Beast-Hide Cloak 


Cut from the hide of a 
predatory beast, this cloak 


makes no sound as it flutters 
in the breeze. Ideal for those tsi 
who do not wish to be noticed. “~~ 
| 
Source: i 


® Treasure Chests 


Cyclone Cloak 


A near weightless blue cloak, 
said to ensure fair winds for 
its wearer, 


Source: 
© Alchemical Cauldron 


Heavenly Mantle 


Purportedly worn by 
messengers of heaven, this 
lustrous garment allows 
its wearer to move with 
otherworldly grace and 
speed. 

Source: 

 Alchemical Cauldron 


Decorative items whose natural 
sharpness can intimidate one’s foes. 


Giant’s Tooth 


‘Though this tooth can be used 
to attack an enemy directly, 
it is more commonly used as 
a material for making other 
weapons. 


Source: 


® The Cawtermaster’s Store (Ding Dong Dell) 


® Treasure Chests 


Poisoned Fang 


The venomous tooth of a 
magical creature. Wiping it 
clean will not stop the flow 
of poison, so be sure to handle 
with care. 


Source: 
® Alchemical Cauldron 


i © Fone 


Beast Fangs 


A set of fangs, taken from 


a bloodthirsty wolf. Dagger- 
sharp and capable of shredding 
enemy flesh effortlessly. 


Source: 


® A Treasure Chest in Golden Grove 


Nix Gnashers 


Though these white teeth 
do not appear especially 
dangerous, enemies dread 
their spirit-sapping abilities. 


Source: 
&) Unknown 


Soretooth Ring 


Made from teeth that sap their 
victims’ vitality, this ring is 
best worn by wizards who have 
the courage to engage their 
enemies head on. 


S) Treasure Chests 


Piercing Fangs 


Capable of punching a hole 
in the thickest iron plate, 
these sharp fangs will strike 
fear into even the most well- 
armored enemy. 


Source: 


® The Cawtermaster’s Store (Hamelin) 


Skullfang Ring 


A sinister ring, made from the 
fangs of a terrifying monster, 
in whose vise-like jaws many 
a man suffered a slow and 
agonizing death. 


Source: 
© Treasure Chests 


Dragonstooth Ring 


Made from needle-sharp 
dragon teeth, this ring 
allows the wearer to focus 
on an enemy’s weak spots, 
improving accuracy. 


Source: 
® Megaliths 
© Treasure Chests 


Soulfang Necklace 


A necklace that drains energy 
from the souls of enemies, and 
uses it to strengthen the bond 
between wearer and familiar. 


Source: 


® Alchemical Cauldron 


Devil’s Fang 


A single black fang, curled 
into a ring. Unsettling to 
look at, and brutally effective 
at breaking down enemy 
defenses. 


Source: 
© A Treasure Chest on the Tombstone Trail 


Wolf Fangs 
Sharp white fangs that are Fas 


permanently cold to the touch. a 
‘The chill they exude causes 
enemies to lose their will to ic ee 


fight. as, 


Source: 
® Yule Peddler 


Crimson Fang 


‘This monster fang has pierced 
countless veins, tasting enough 
blood to turn the enamel a 
perfect crimson. 


Source: 
®) Alchemical Cauldron 


Wyrmfang Ring 


A ring carved from the fangs 
of a dragon whose titanic 
skeleton now forms a mountain 
range. 


Source: 


® Alchemical Cauldron 


Griffin’s Teeth 


A necklace adorned with the 
teeth that lined the beak 
of a griffin, king of beasts. 
‘Though not especially large, 
they nevertheless inspire awe. 


Source: 
© A Treasure Chest in Nevermore 
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Fiend’s Fang 


A single tooth, believed to 
bring suffering and calamity to 
those who touch it. Be sure to 
handle with great care. 


Honorary badges that have graced 
the breast of many a great wizard. 


A Source: 
© A Treasure Chest in the Miasma Marshes 


White Stag’s Tooth Medal of Valor 


A tooth taken from a white 
stag that was believed to be 
@ representative of the gods. 


A tiny badge with a golden 
gleam, it serves to remind the 
wearer that courage is not the 


It is generally treasured as a sole preserve of the physically 4 
royal ornament. imposing. 

Source: Source: 

© Alchemical Cauldron ®) Treasure Chests 


Harrowfang Medal of Impunity 


A fang taken from a beast that ‘This medal’s permanent 
resides in a poisonous swamp. shine makes it unsuitable for Hes 
A single drop of the venom those who wish to keep alow = : 
within is sufficient to kill a profile. E| } 

‘ grown man. se 

% 

i 

~ Source: Source: 
Unknown ® Alchemical Cauldron 


Star Eater’s Fang Medal of Strength 


‘The fang of a monster that 
fed on the stars themselves. 
Nothing can dim its glow, and 
indeed it shines brighter as the 
darkness grows. 


me) A stone medal, imbued 
with an otherworldly power. 
Merely touching it sends 
strength and vigor coursing 


through one’s veins. « 


Source: 
Castaway Cove Peddler 


Medal of Dexterity 


Forged to honor a celebrated 
warrior, this medal’s fine 
craftsmanship is proof of the 
esteem in which he was held. 


Source: 
® Alchemical Cauldron 


Medal of Agility 


A medal blessed by a warlike 
deity, it rouses the wearer’s 
spirits, even during the most 
grueling of battles. 


Source: 
® Asa Prize in the Casino 
& A Treasure Chest in the Glittering Grotto 


Medal of Fortitude 


Decorated with a swirling 
whirlpool, this medal 
commemorates those who 
stay true to their beliefs in 
the midst of chaos, 


Source: 
® Treasure Chests 


Medal of Steadfastness 


A medal with an impregnable 
surface. The protection it 
grants its wearer is most 
effective when placed over 
the heart. 


Source: 


® Alchemical Cauldron 


Powerful accessories that grant aid 
during battle—and add a dash of 
flair to one’s appearance. 


Brinkman’s Badge 


A badge that provides a 
sudden rush of strength 
in moments of dire need, 
inspiring the wearer to fight 
unto the very end. 


Source: 
S) Treasure Chests 


Berserker’s Badge 


This badge boosts offensive 
capabilities but leaves the 
wearer vulnerable. One must 
hope that attack is indeed the 
best form of defense. 


Source: 
®) Alchemical Cauldron 


Avenger’s Badge 


A badge that converts pain 
into power. It is black as night 
and has the thrilling aroma of 
the forbidden fruit. 


Source: 
®) A Treasure Chest on the Tombstone Trail 
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Barrier Badge 


A badge that creates a 
transparent barrier around 
its wearer. It has a proud 
reputation as a defensive 
accessory. 


Source; 
® Alchemical Cauldron 


Bastion Badge 


When the abyss beckons, this 
badge allows a wizard to dig 
in his heels, turning potential 
disaster into opportunity. 


Source: 
® Alchemical Cauldron 


Ironclad Badge 


A magical badge that grants 
protection to its wearer, 
greatly increasing defensive 
power when guarding, 


Source: 
® Alchemical Cauldron 


Bravado Badge 


This badge gives its wearer 
a certain swagger, making 
it useful for those who lack 
the belief to cast spells with 
confidence. 


Source: 


Cive- 
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© The Cawtermaster’s Store (Al Mamoon) 


Braggart’s Badge 


‘This jade green badge makes 
its wearer feel impossibly 
strong. More surprisingly, 
it actually does make one’s 
attacks more powerful. 


Source: 
© The Cawtermaster’s Store (Al Mamoon) 


Battler’s Badge 


Made from extremely tough es 
materials, this badge gives 

one’s defensive abilities a 

slight boost. 


Source: 
& The Cawtermaster’s Store (Al Mamoon) 
S) Treasure Chests 


Adamant Badge 


Decorated with a curious 
enchanted crest, this badge (an i 
grants its wearer a supreme 
stubbornness. 


Source: 
© The Cawtermaster’s Store (Al Mamoon) 


Bracer Badge 


A badge decorated with a 


shield, worn by many wizards 3 
as a simple protective charm. | 

i 
Source: 


® Alchemical Cauldron 


Hardheaded Badge 


A badge that depicts an iron 
helmet. It is said to protect 
the wearer’s skull, even in 
the absence of traditional 
headgear. 


Source: 
® Alchemical Cauldron 


Hot-Blooded Badge 


When placed over the heart, 
this badge fills its wearer with 
passion, and also instills a 
burning sense of justice. 


Source: 
@ Treasure Chests 


Fire Seal 


A glowing badge, emblazoned 
with the image of a roaring 
flame. It is known to protect 
the wearer from fire-based 
attacks. 


Source: 
® Castaway Cove Peddler 


Water Seal 


‘Adorned with the image of 
a single droplet of water, 
this badge grants the wearer 
protection from water-based 
attacks. 


Source: 
© Treasure Chests 


Storm Seal 


Decorated with the image of 
swirling winds, this badge 
protects the wearer from 
storm-based attacks. 


Source: 
3) Alchemical Cauldron 


Omniseal 


‘A magical badge that displays 
the all-seeing eye of a mighty 
deity. It protects the wearer 
from all types of attack. 


Source: 
9) Alchemical Cauldron 


Scales 


Though formed from all manner 
of materials, these scales share a 
natural robustness. 


Sturdy Scale 


An extremely hard scale 
that’s nigh on impossible \\ 
to bend or break. It is also 
completely waterproof. 


Source: 
© The Cawtermaster’s Store (Al Mamoon) 


Stalwart Scale 


Made from an especially 
hard scale, this defensive 
item strengthens the bond 
between wizard and familiar. 


Source: 


® Alchemical Cauldron 


Steel Scales 


Made from polished steel and 
able to withstand most blows, 
these scales are also highly 
resistant to fire. 


Source: 


® The Cawtermaster’s Store (Hamelin) 


Storm Serpent Scales 


Thick, sturdy scales, taken 
from the hide of a great 
serpent. Some wizards have 


been known to use them as a = 


form of rudimentary armor. 


Source: 


® A Treasure Chest in the Vault of Tears 


Shadowglass Scale 


A black scale, made from one 
of nature’s hardest materials. 
It increases its owner’s 
command over the powers of 
darkness. 


Source: 
® Alchemical Cauldron 


Deep Blue Scale 


Dyed a beautiful blue color, 
this eye-catching scale allows 
a wizard to command great 
masses of water with ease. 


Source: 
© Alchemical Cauldron 


Salamander Scale 


Though it contains an 
inextinguishable magic flame, 
this scale is not hot to the 
touch. Wearing it greatly 
improves one’s mastery of 
fire. 


Source: 
® Alchemical Cauldron 


Shining Scales 


Gleaming amber scales that 
grant the wearer greater 
control over the forces of 
light. 


Source: 
® Perdida Peddler 
® Treasure Chests 


Wyrm King’s Scale 


A protective charm made 
from the scale of a king 
among dragons, Such scales 
are shed but once a century, 
and are therefore very rare. 


Source: 
%) Alchemical Cauldron 
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Teachings for Aspiring Wizards 


Means of Transportation (part 1) 


_—= 


Non-wizards have long been forced to rely upon vehicles to carry them to 
their destinations. This section aims to introduce some of the more common 
modes of transportation currently in use. All wizards are advised to read the 
information contained herein, for one cannot predict when circumstance—nixing, 
dismemberment, or wand loss, to name but three—might necessitate the use 
of such infernal contraptions as those here described. 


— aH Cloud Sweepers #<—— 


Wizards, of course, do not require magical assistance to fly through the air. 
Indeed, in times gone by, wizards would not have countenanced travel by any 
means other than broom. Alas, the age has changed, and now young wizards insist 
on using half-magical, half-mechanical contraptions known as “Cloud Sweepers.” 


Cloud Sweepers require only the merest dash of magic to get them off the 
ground, meaning that inexperienced magic-users—and even non-wizards!—are 
able to ride them with gay abandon. 

To give credit where it is due, certain enterprising engineers have gone so far as to 
attach guns to the front of their Cloud Sweepers, allowing them to attack enemies 
while in mid-air—a recognized limitation of the traditional wizard’s broom. 
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The Cawtermaster’s Store 
an S 


V4 "The Cawtermaster’s Stores are 2 chain of shops which are as 
well-known for their range of weapons and armor as for their 
eccentric, crow-obsessed owners. Look closely and you’! see 
that even the shops themselves have been made to look like 
corvids in mid-flight. 


Each Cawtermaster’s Store is different, and there are many 
items that can only be purchased at a given branch. 


‘Since young wizards’ journeys are invariably punctuated by monstrous encounters, 


Teachings for Aspiring Wizards 6 


frequent visits to the Cawtermaster’s Stores to stock up on weapons and equipment 
are a must. 


While there, you may wish to muse upon a question that has puzzled wizards for 
generations, namely—are the mysterious Cawtermasters actually crows? 


—>is=>{ Rare Weapons and Armor }#<21—— 


While the Cawtermasters’ stock lists are extensive, there is a great deal of 
equipment that cannot be bought at their stores. Some of this equipment 
is highly rare, and certain items are wholly unique. 


Such items include pistols that allow one to open locks from a distance, and 
harps that attack one’s enemies when plucked. 
Should you be fortunate enough to come across 
such rare items, do not be aftaid to use them 
on the field of battle. A wizard has nothing 
to fear from material objects. 


Chapter Four 


Provisions 


Basic Provisions 


| Sundry useful items, most of which have 
a restorative or corrective effect. 


| White Bread 


Restorative 


Freshly baked white bread. Just the thing for 
hungry wizards. 

Source: 

© Hootiques 

) Sunshines, Baatenders, and Others 

© ® Treasure Chests 


sions 


Provi 


A mouthwatering sandwich, packed with juicy 
meat. Sure to put a spring in your step. 

Source: 

© Castaway Cove Peddler and Elsewhere 

© Sprog Cogs and Others 

® Treasure Chests ©) Alchemical Cauldron 


A fillet of fresh fish, lightly breaded, deep-fried 
and served in a crusty bun. 

Source: 

 Lumberwoods, Sea Naiads, and Wattees 

® Treasure Chests ©) Alchemical Cauldron 


Cheeseburger 


Restorative 


A thick, hand-made beef patty, served in a bun 
with crispy lettuce and fresh tomato. 

Source: 

® Hootiques 

® Mighty Mites and Others 

© Treasure Chests 9 Alchemical Cauldron 


Cuse 


Restorative 


A herbal elixir that’s extremely effective at easing 
one’s aches and pains. 

Source: 

® Treasure Chests 

® Alchemical Cauldron 


Tikka Mahala Curry 


§ Restorative 


A beef curry whose secret blend of spices accounts 
for its great popularity. 

Source: 

® The Raj Mahal (Al Mamoon) 


Pixie Dew 
3 Restorative 


Collected from the leaves of an enchanted forest, 
this dew comforts mind and body. 

Source: 

© Yule Peddler and Elsewhere 

® Bougiemen and Others 

© Treasure Chests ©) Alchemical Cauldron 


Sprite Dew 


Restorative 


An enchanted liquid that has the power to heal 
the deepest of wounds. 

Source: 

® Turnkeys and Others 

& Treasure Chests 

® Alchemical Cauldron © As a Casino Prize 


| Iced Coffee 


§ Restorative 


Ice-cold milky coffee. Uniquely refreshing and 
a great aid to clear thinking. 

Source: 

© Hootiques 

®) Turburns, Hippeafowl, and Others 

S) Treasure Chests 


Strong Coffee 


Restorative 


An invigorating cup of black coffee that restores 
a certain amount of magical power. 

Source: 

© Castaway Cove Peddler and Elsewhere 

© Najalisks and Others 

® Treasure Chests ®) Alchemical Cauldron 


= | Restorative 


| Cappuccino 


Frothy coffee that brings clarity to the mind and 
restores one’s magical power. 

Source: 
® Yule Peddler and Elsewhere 

© Gobforsakens and Others 

® Treasure Chests ©) Alchemical Cauldron 


A rich, deep espresso, bitter enough to blow away 
the cobwebs and get the synapses firing. 

Source: 

® Treasure Chests 

® Alchemical Cauldron 


A mysterious and curiously pungent serum that 


greatly restores magical power. 
Source: 
® Treasure Chests 


A potent tonic, developed by a team of sages to 
restore a wizard’s mind and body. 

Source: 

® Treasure Chests 

® Alchemical Cauldron 


Great Sage’s Secret 


Restorative 


A miraculous medicine, created by fairies at the 
behest of a legendary sage. 

Source: 

© Treasure Chests 

©) As a Casino Prize 


A potion so potent, it is thought the wizard king 
himself had a hand in its creation. 

Source: 

® Unknown 


Phoenix Feather 


Reviving 


seq 


A feather of the legendary phoenix. It has the 


power to restore consciousness. a 
Source: 

© Hootiques 

® Bubbuds, Crowhawks, and Others 5. 
9) Treasure Chests g 


Phoenix Tear 


Reviving 


A phoenix tear, shed upon the battlefield, Fully 


restores consciousness and health. 
Source: 
© Treasure Chests 


Phoenix Breath 


A miraculous vapor, stored in a pouch. Opening 
it restores vitality to fallen allies. 

Source: 

) Treasure Chests 

®) Alchemical Cauldron 


+ 


Curse-Be-Gone 
B Corrective 
Crystalline water whose blessed purity can lift 


A bitter leaf that cures the effects of poison and 


>: purges the body of residual toxins. the deepest of curses. 
Source: Source: 
® Hootiques ® Hootiques 
® Obscuroboroses, Crowhawks, and Others ® Baabies, Ex-girlfiends, and Others 


® Treasure Chests ® Treasure Chests 


Nix-Be-Gone 


j Corrective 


A brush that sweeps away the effects of evil, used 


fa) Blindness-Be-Gone 


p Corrective 


A pear that glows brightly through the darkest 


in ceremonies to cure nixed wizards. nights and restores sight to blinded allies. 
Source: Source: 
9 Hootiques ® Hootiques 
\ _ §) Major Byrdes, Lotus Bubbuds, and Others ® Lickety-Spitoos, Whackrabbots, and Others 


® Treasure Chests 


All-Be-Gone 


§ Corrective 


Confusion-Be-Gone 


) Corrective 


A strike from this hammer restores clarity to An antidote to any ailment. Unconsciousness 


a person’s mind and eliminates all confusion. is not an ailment, as any wizard should know. 
Source: Source: 

® Hootiques © Madcaps, Ex-girlfiends, and Others 

© Lesser Spotted Naiads, Florets, and Others ® Treasure Chests 


® Treasure Chests © Alchemical Cauldron 


P29 Sleep-Be-Gone 
| Ci) |} Corrective 


An alarm clock with a unique pitch that’s sure 


Ingredients 


to wake one from the deepest sleep. ‘These staples are used in the preparation 
Source: 
 Hootiques of provisions and treats for familiars, 


© Manglerfish, Stabberwockies, and Others 


Stone-Be-Gone Bumbler Honey _ 


bes Corrective § Ingredient 

A powder that reverses the effects of petrification, Bumblers spend their days harvesting nectar to 
helping a patient to move again. produce this wonderfully aromatic foodstuff, 
Source: Source: 

©) Hootiques © Hootiques 

© Ghost Wisperers, Najapatras, and Others ® Worker Bumblers, Soldier Bumblers 


® Treasure Chests 


ibook» 


A highly nutritious spherical egg that’s an essential 
ingredient in many staple dishes. 

Source: 

® Hootiques 

® Minor Byrdes, Oroboroses 


Crispy Lettuce 


Ingredient 


A common garden vegetable whose crispiness adds 
delight to every bite. 

Source: 

© Hootiques 


® Hullaballoons, Incies 


Crunchy Carrot 


Ingredient 


A slightly sweet carrot that’s just perfect for 
eating raw. 

Source: 

® Hootiques 

® Little Bighorns, Jabbers, Stabbers 


Fluffy Rice 


Ingredients 


Gleaming white rice, cooked till fluffy and tender. 

A popular side dish. 

Source: 

© Hootiques 

® Rhinosnores, Ice Queens, Bone Rangers, 
and Others 


| Tender Beef 


Ingredient 


Soft red meat whose high fat content ensures that 
it melts in the mouth. 

Source: 

® Hootiques 

© Rhinosaurs, Rhinobores, and Sore Boars 


Crownberries 


Ingredient 


Ripe, mouthwatering berries that are fully 
deserving of their royal name. 

Source: 

© Eldritch Empresses and Others 

® Alchemical Cauldron 


Babana 


Ingredient 


A brightly colored fruit that grows in bunches on 

large-leaved trees. 

Source: 

® Hootiques 

® Green Bunchers, Yellow Bunchers, and 
Others 


Big Babana 


Ingredient 


‘The “king of babanas” turns bright red when 
ripe, at which point its flavor is truly blissful. 
Source: 

® Gobforsakens and Others 

® Alchemical Cauldron 


Creamy Milk 


Ingredient i 


Thick milk of the type that is rarely tasted in 

modern cities. A treat for the traveling wizard. 

Source: 

® Hootiques 

® Tokos, Monoliths, Sponge Bubbuds, and 
Others 


Ingredient 


Sages agree that this healthy dairy product has 
all sorts of positive effects on the body. 

Source: 

© Hootiques 

® Drongos, Airheads, Lightshades, and Others 


Dumbflounder 


uJ dl Ingredient 


An unusually expressive fish, often caught looking 
very surprised. 

Source: 

© Castaway Cove Peddler 

® Tadolescents, Crackpots, and Others 

® Treasure Chests 


Glowshrimp 


Ingredient 


Brightly glowing creatures that light up the sea 
bed. Very tender when cooked. 

Source: 

© Castaway Cove Peddler 

® Sparkees, Splashers, and Others 

® Treasure Chests 


ev 


es 
V ISI 


Prov 


Juicy green fruits that grow in bunches. Their 
faintly sweet aroma is uniquely appetizing. 
Source: 

® Hootiques 

© Pusses in Bouts, Cap'n Zombos, and Others 


Ingredients * Materi: 


Pale purple fruits with a bittersweet flavor. They 
are, alas, becoming increasingly rare. 

Source: 

© Snowhawks, Steam-Men, and Others 

® Naturally Occurring 


Black Truffle 


Ingredient 


Referred to as “black diamonds,” this luxury 
foodstuff is renowned for its glorious aroma. 
Source: 

® Hootiques 

S) Crashing Boars, Gobfathers, and Others 


Caramels 


on 
me 


Ingredient 


Soft caramels that are not too sweet, with a texture 

that ensures they melt in the mouth. 

Source: 

® Yule Peddler and Elsewhere ‘ 

 Balloonatics, Sillymanders, and Messy + 
Plessies 5 


: [2 Snow Radish bas 


VA Ingredient 4 


Whiter than pure snow, this staple of winter 
cookery will grow only in the coldest climes. 


®) Yule Peddler 
® Strongos, Ice Maidens, and Others 


Materials 


In a cauldron, these materials may be 
combined to create all manner of items. 


Plainswort 


§ Alchemy Material 


A plant that grows on the open plain, known for 
its pretty orange flowers. 
Source: 
S Minor Byrdes, Baatenders, Baabarians, and 
Others ’ 


© Naturally Occurring 


Supple Leather 


§ Alchemy Material 


‘Tough leather with a smooth finish that is used 
to make all sorts of daily necessities. 

Source: 

© Purrloiners, Inphants, and Pom Poms 

© Treasure Chests 


we | Alchemy Material 


Pure water from the fountain in Golden Grove. 

A single gulp can restore a wizard’s vitality. 

Source: 

® Rhinosaurs, Lagoon Naiads, Teeny Boppers, 
and Others 

© Naturally Occurring 


Booster Shoots 


Alchemy Materia 


Herbs that are used to increase the efficacy of 
medicinal potions. 

Source: 

 Ruffs, Worker Bumblers, and Others 

“© Naturally Occurring 


Baneflower 


Alchemy Materia’ 


A highly poisonous flower—not to be eaten under 

any circumstances. 

Source: 

 Obscuroboroses, Turburns, and Cap'n 
Zombos 

© Naturally Occurring 


Glowcap 


Alchemy Materia 


A rare crimson mushroom that starts glowing 

intermittently as soon as the sun goes down. 

Source: 

© Rhinosnores, Thumbelemurs, Napcaps, and 
Others 


© Naturally Occurring 9 Treasure Chests 


Shadowglass 


Alchemy Materia 


This smooth black glass has a beautiful sheen, and 
can be sharpened to a very fine edge. 

Source: 

®) Monoliths, Stabberwockies, and Jackpotties 
© Naturally Occurring 

© Treasure Chests 


Emberstone 


B Alchemy Material 


‘The fire that appears to burn inside is in fact an 
optical illusion, caused by the refraction of light. 


Source: 
©) Mites, Mohawks, Eggrolls, and Others 


Slumbernot Leaves 


§ Alchemy Material 


Bushy leaves whose invigorating aroma can arouse 
a wizard from the deepest slumber. 

Source: 

® Big Boppers and Seed Sprites 

®) Naturally Occurring 

® Treasure Chests 


Rings-a-bell 


Ichemy Material 


‘This flower’s glowing pollen brings back fond 
memories to those who gaze upon it. 

Source: 

®) Baabies, Trapper Snappers, and Hippeafowl 
®) Naturally Occurring 


Wetstone 


Alchemy Material 


Researchers are still unable to explain why this 
strange stone always feels wet to the touch. 
Source: 

©) Splishers, Snappers, and Others 

® Naturally Occurring 


Sturdy Shinbone 


nemy Material 


An extremely hard bone, packed with calcium 
and nigh on unbreakable. 


Source: 
©) Hurlies, Psychophants, and Others 
©) Naturally Occurring 


©) Treasure Chests 


3 
ese SoS Su7f 


Provisions 


- Materials 


Fa) Gnomebeard 


@m) Alchemy Material 


A dainty plant whose soft leaves and fluffy white 
flowers make it really rather endearing. 

Source: 

© Jackrabbots, Dinkeys, and Grumpeafowl 

© Naturally Occurring 


be) Alchemy Material 


‘Though this flower’s sharp angles make it look 
pointy and hard, it is in fact rather limp. 
Source: 

S) Rhinobores and Girlfiends 

® Naturally Occurring 

&) Treasure Chests 


Sprocket 


§ Alchemy Material 


An old iron cog, covered in patches of rust. 

Source 

© Clinketyclank mk. 2’s, Sprog Cog, and 
Others 

© Treasure Chests 


Raw Steel 


j Alchemy Material 


Hard, rust-resistant steel that’s used in alchemy 
to create weapons and armor. 

Source: 

) Bighorns and Iron-Men 

© Naturally Occurring 


This unique nut produces a thunderous rumbling 
sound when shaken. 


Drill Screw 


/ & 
a fe Alchemy Material 


A new type of screw that can be used without 
the need for preexisting holes. 

Source: 

® Iron-Men, Tin-Men, and Others 

© Naturally Occurring 

Treasure Chests 


}) Bass Bell 


§ Alchemy Material 


A heavy bell that produces a pitch far deeper than 

its small size would lead one to expect. 

Source: 

%) Chloroboroses, Clinketyclank LX’s, and 
Others 

© Naturally Occurring 9) Treasure Chests 


A curious flower whose pollen is shrouded in 
an icy fog. 

Source: 

© Hackrabbots and Web Masters 

© Naturally Occurring 


Jade Marble 


Alchemy Material 


A large marble, made from sea green jade, used 
to decorate wizards’ robes. 

Source: 

® Pike Tyke, Scrambled Eggrolls, and Others 
© Naturally Occurring 


a) Gustplume 


§ Alchemy Material 


A feather that flutters in the slightest breeze. Used 
to decorate both weapons and armor. 

Source: 

© Thunderbyrdes, Prohawks, and Others 


Blizzard Bloom 


Ichemy Material 


All attempts to grow this translucent flower in 
warm climates have failed miserably. 

Source: 

® Tadabouts and Ice Maidens 

Naturally Occurring 


Tealwood 


Alchemy Materia 


Much loved by nobility, this blue wood’s subtle 
fragrance is said to calm the nerves. 

Source: 

© Auroralynx and Others 

® Naturally Occurring 


Snowflake 


| Alchemy Material 

A single flake of pure white snow. Very small 
but incomparably beautiful. 

Source: 

® Bougie-Woogies, Sprout Sprites, and Others 
© Naturally Occurring 


Coldstone 


Alchemy Materia 


Tron ore with a silver gleam. Its surface is always 

cold to the touch. 

Source: 

® Whampire Bats, Auroralynx, Strongos, and 
Others 


© Naturally Occurring ® Treasure Chests 


Powerstone 


Alchemy Materia 


A stone inscribed with an ancient seal. Generally 
used to enhance pieces of equipment. 

Source: 

© Graffians and Others 

® Naturally Occurring 


A dragon fossil whose residual heat makes it far 
too hot to handle with bare hands. 


Source 
©) Wayward Suns, Gobspeeds, and Others 


}) Iron Diamond 


Alchemy Material 


A supremely hard metal said to retain the warmth 

of its molten origin for all eternity. 

Source: 

@) Bougie-Woogies, Hackrabbots, 
Jabberguppies, and Others 

®) Treasure Chests 


Bubble Pipe 


Alchemy Material 


Blowing bubbles through this pipe cleanses evil 
from the body and clears one’s mind. 
Source: 


%) Mumbo Zombos, Stressy Plessies, and 
Others 


Old Oak Leaves 


Alchemy Material 


Leaves taken from Old Father Oak, said to add 


restorative power to alchemical concoctions. 
Source: 


®) Unknown 


Tachestone 


§ Alchemy Material 


A moustache-shaped stone, used as a repository 
for memories and experiences. 

Source; 

6) Pusses in Boats, Bone Brigadiers, and Others 


Kaleidostone 


| Ritestone 


Alchemy Material Alchemy Material 


A carved stone fragment, imbued with great An ancient fossil, known for its light-refracting 
: magical power. properties and many-hued glow. 
a Source: Source: 


® Unknown ® Unknown 


}) Troll’s Tears 


B Alchemy Material 


Small blue stones, rumored to be the hardened 


A mysteriously gleaming stone fragment, believed 


i to have fallen from the sky. tears of a troll. 
Source; Source: 


© Pusses in Boats and Others ® Unknown 
&) Naturally Occurring 


Glowstone 


J Alchemy Material 


‘The seeds of a golden flower, known to have been A mysterious stone whose milky-white glow puts 
the cause of countless wars. one in mind of a full moon. 

Source: Source: 

© Unknown ® Unknown 


] Blowpipe ] Black Wings 


§ Alchemy Material 


Alchemy Material 


1 A hunting implement that allows one’s worries Pitch-black wings that flutter gently in the breeze. 


; to be chewed up and spat away. Source: 
Source: ®) Unknown 


® Unknown 


Star Pearl Angel’s Wings 


Alchemy Material 


Alchemy Material 


A pink pearl whose many points make it look Wings that carry light to the darkest corners. 


like a glittering star. Their heavenly brilliance is said never to dim. 
Source: Source: Ry 
§) Unknown ) Unknown :) 
i 
a 


ae 
Ne 


as, | Atcherny Material 


This flawless stone seems to gaze back at those 
who look upon it. An unsettling sensation... 
Source: 

® Unknown 


A red jewel, run through with black stripes and 
said by some to be identical to a demon’s eye. 
Source: 

© Unknown 


An ancient scroll said to contain profound 


knowledge about the mysteries of life. 
Source: 
® Unknown 


fy Sun Crystal 


Alchemy Material 


A curious crystal, imbued with the power of the 
sun and slightly warm to the touch. 

Source: 

© Thunderheads, Wayward Suns, and Others 


Star Crystal 


Alchemy Material 


A curious crystal, imbued with the power of the 
stars. It occasionally glitters in the dark. 
Source: 

® Rhinosaws, Thunderbyrdes, and Others 


J | Alchemy Material 


A curious crystal, imbued with the power of the 
moon. It emits a pallid glow. 


9) Fluoroboroses, Bougiemen, and Others 


A curious crystal, imbued with the power of 
a planet and surrounded by a distinctive ring. 


in Bouts, Grimpalers, and Others 


A selection of edible delights which cater 
to the varied tastes of familiars. 


Sweet chocolate that melts in the mouth. Its 
popularity means that it is often sold-out. 


®) Hootiques 
ish and Boneheads 
reasure Chests 


Creamy chocolate with a mild taste that is just 
the ticket when one needs cheering up. 


| Moon Crystal 


Planet Crystal "\ 


Alchemy Material a 


Treats 


swag], © SpeLORE 


Milk Chocolate 


| Fairy Chocolate 


j Treat 


Colorful chocolate whose fresh flavor is a well- 


known cure for the wizarding blues. 

Source: 

© Ice Queens, Zomboatswains, and Grimrays 
© Treasure Chests 

© Alchemical Cauldron 


Small candies that make for a perfect snack. One 
of the sweeter chocolate varieties. 

Source: 

& Cogdensers and Others 

® Treasure Chests 

® Alchemical Cauldron 


| Snowdrop Bonbons 


| Treat 


Beautifully colored chocolate treats that are as 
small and dainty as fresh flakes of snow. 
Source: 

© Stressy Plessies and Others 

® Treasure Chests 

® Alchemical Cauldron 


Chocolate containing a luxurious blend of berries. 
Served at royal palaces the world over. 


Source: 
®) Alchemical Cauldron 


A wonderfully light and delicate set custard, coated 
in a slightly bitter caramel sauce. 

Source: 

® Hootiques 

® Najas 


Nh 


-3142é 


a 
Fy Doone a) 


A soft custard treat that slides off the spoon to 
tantalize the taste buds. 

Source: 

© Yellow Bunchers and Tu-Whits 

® Treasure Chests 

® Alchemical Cauldron 


| Babana Flan 


} Treat 


A dessert made with babanas for a rich fruity 
flavor. Best served with a thick caramel sauce. 
Source: 

© Crashing Boars, Underripe Bunchers 

© Treasure Chests 

&) Alchemical Cauldron 


‘Though not actually frozen, this custard has an 
ice cream-like texture, and is cold to the touch. 


tyclank LX’s and Others 
reasure Chests 


De Fruit Flan 


A juicy dessert, packed with plump grapes. Its sour 
tang makes for a very popular pudding. 

Source: 

® Snowhawks and Others 

© Treasure Chests 

©) Alchemical Cauldron 


}) Fantastic Flan 


Treat 


‘This custard glows with the light of a distant star 
and brings luck to those who taste it. 

Source: 

® Alchemical Cauldron 


A simple sponge cake, often served with berries 
and fresh cream. 

Source: 

‘® Hootiques 

®) Baabarians, Spitoos, and Shrimpalers 

® Treasure Chests 


This sweet cake is the ideal way to introduce 

skeptical children to the joys of carrots. 

Source: 

® Stabbers, Soldier Bumblers, and Flummox 
Florets 

® Treasure Chests ©) Alchemical Cauldron 


This aromatic cake is a treat for all the senses, 
and invariably improves one’s mood. 

Source: 

® Bougies 

® Treasure Chests 

®) Alchemical Cauldron 


mouth with a spectacular storm of flavor. 
Source: 

Mama Sasquashes and Others 

® Treasure Chests 

® Alchemical Cauldron 


Patty Cake 


Treat 


A single bite of this nutty cake is sure to put a 
spring—or even a strut—in any wizard’s step. 
Source: 

9 Siestar Fish and Others 

© Treasure Chests 

© Alchemical Cauldron 


‘A cake that contains the power of a dragon. Words 
simply cannot do justice to its taste. 

Source: 

® Alchemical Cauldron 


A refreshing ice cream treat, popular even among 
those who don’t care for desserts. 

Source: 

® Hootiques 

© Ruffians, Napcaps, and Others 

®) Treasure Chests 


Sour Sundae 


Treat 


Made with a blend of ice cream and yogurt for 
a sour taste that’s truly addictive. 

Source: 

® Stranglerfish and Little Bighorns 

© Treasure Chests 

® Alchemical Cauldron 


Wildflower Sundae 


A simple sundae whose flowery flavor never fails 
to conjure childhood memories. 

Source: 

®) Mohawks 

&) Treasure Chests 

® Alchemical Cauldron 


! Toadstool Sundae 


§ Treat 


‘Though its appearance may turn the stomach, 
this sundae’s flavor is truly delightful. 

Source: 

® Pompeiis, Turban Myths, and Others 

© Treasure Chests 

®) Alchemical Cauldron 


suorstaoig- 


Sarsaparilla Sundae 


j Treat 


‘This nutritious sundae remains popular with the 
health-conscious, despite its bitter flavor. 
Source: 

© Mighty Mites, Horrid Florets, and Others 
Treasure Chests 

® Alchemical Cauldron 


Knickerbocker Glory 
j) Treat 


A luxurious and perennially popular dessert, known 
as the “King of Sundaes.” 

Source: 

© Alchemical Cauldron 


A well-proportioned pie, cooked until perfectly 
golden-brown and prized for its crispy crust. 
Source: 

® Hootiques 

© Ruffs and Tykes 

© Treasure Chests 


A pie known for its soft and crumbly pastry. Put 
one in the oven and watch your family salivate. 
Source: 

© Florets and Lightshades 

© Treasure Chests 

® Alchemical Cauldron 


See-through Pie 


j Treat 


A children’s favorite, this pie is filled with clear 
jelly and has a taste that’s truly unique. 
Source: 

® Airheads 

© Treasure Chests 

© Alchemical Cauldron 


Game Pie 


Treat 


A meaty pie, packed with juicy cuts. A strange 
rumbling can be heard coming from within. 
Source: 

S) Hurlies and Others 

® Treasure Chests 

® Alchemical Cauldron 


Pie on the Bone 


f} ‘Treat 


A novel take on traditional baking. The bone is 
used to hold the pie whilst eating. 

Source: 

© Snaptraps and Others 

® Treasure Chests 


©) Alchemical Cauldron 


‘Time seems to stand still when one basks in the 
golden glow of this baked marvel. 

Source: 

® Alchemical Cauldron 


Fresh ice cream, much loved for its soft texture 


and refreshing coolness. 
Source: 


Salted Ice Cream 


j Treat 


Being less fattening than most ice cream, this 

salty oddity is a hit with overweight wizards. 

Source: 

® Drone Bumblers, Green Bunchers, and 
Others 

® Treasure Chests 9 Alchemical Cauldron 


Brightly colored ice cream, believed by credulous 
souls to contain actual gemstones. 

Source: 

© Sparkees and Kippers 

© Treasure Chests 

 Alchemical Cauldron 


Ice cream with a cloud-like consistency that does 
not leave one feeling bloated. 

Source: 

® Drongos and Others 

® Treasure Chests 

® Alchemical Cauldron 


Soft ice cream with a pure white gleam. Popular 
among those who have a sweet tooth. 

Source: 

® Red Nappers and Others 

©) Treasure Chests 

® Alchemical Cauldron 


Tutti-Frutti Ice Cream 


Treat 


A beautiful kaleidoscope of colors that many 
feel is too pretty to consume. More fool them! 
Source: 

© Alchemical Cauldron 


—+e> Various Treats and Their Effects #si- 


# Chocolate Si gsneere 
Consuming chocolate steadily improves 


a familiar’s offensive capabilities. 


@ Flans fe 


Stade 


Consuming sundaes makes a familiar 


more resistant to magical attacks. 


@ Pies 


Consuming flans rapidly improves a 


familiar’s defensive capabilities. 


# Cakes 


Consuming pies greatly improves a 


familiar’s accuracy. 


* Ice Cream 


Consuming cakes improves a familiar’s 


capacity to perform tricks. 


Consuming ice cream speeds up a 


familiar’s movement. 


is 


Snow-White Ice Cream 


' 


SIDIYY MY, pue sary, snore, » syeasy, 


Gems are fed to familiars in the same way as other treats, but instead of improving 
natural attributes, they enable them to learn new tricks. 


— 12> Gems that Confer Tricks #<=-— 
Fling Flame Gem 


© Light Relief Gem 


Darkness Beckons Gem 


Spire of Fire Gem 


Dark Cloud Gem 


Drowsy Drops Gem 


Water Bomb Gem 


Leech Gem 


Bubble Bath Gem 


Roly-Poly Gem 


Pebble Pelt Gem 


Snowblower Gem 


Earsplitter Gem 


Thunderspark Gem 


Poison Pinch Gem 


Thunderstorm Gem 


Blunt Gem 


Slow Poke Gem 


Whirly Whirlies Gem 


Soulshield Gem 


Healing Tear Gem 


Hocus Focus Gem = 


Healing Rain Gem 


Rise and Shine Gem 


Purifying Pulse Gem 


Tricksy Nixy Gem 


Drops are items that familiars consume in order to metamorphose. When your 
familiar is ready to metamorphose, feed it a drop just as you would any other treat. 
Familiars become much more powerful when they metamorphose, so be sure to 
give them a drop as soon as you have the opportunity. Bear in mind, however, that 
familiars must be given the appropriate drop for their sign. 


¢# Common Drops 


7 


¢ Jumbo Drops 


Sundrops, stardrops, moondrops, and 
planetdrops prompt metamorphosis in 
familiars of the sun, star, moon, and 
planet signs respectively. 


Jumbo sundrops, stardrops, moondrops, 
and planetdrops prompt further change 
in metamorphosed familiars of the 
corresponding sign. 
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— 12k Ships <r 


Non-wizards rely upon ships to carry them 
across the world’s oceans. Indeed, many 
dream of owning their own vessels, imagining 
the “freedom” this would offer them. 


Certain ships are equipped with grand 
mechanical wheels—one on each 
side—which enhance maneuverability, 
and allow docking in narrow harbors. 


Mainly used by the fishermen of Castaway Cove, flying 
boats have two wide wings that allow them to skip along 
the surface of the water like flying fish. The sight of <A 
two flying boats skipping alongside each other, trailing te 
a net between them, is truly something to behold. 


—4a>t{ Porco Grosso #ei— ub 


‘The latest rumors emanating from the factories ¥ 
of Hamelin surround a battle tank known as the 
Porco Grosso, This leaked image—depicting 
the tank’s designers, the Porco twins, standing 
next to their creation—is the only evidence 
of its existence. The Porco Grosso is believed 
to be capable of scaling vertical walls and 

attacking an entire battalion of enemy troops 

with a single volley. 


The 


Run by kind-hearted shopkeepers known as Hootenannies, 
Hootiques stock all manner of useful provisions. Should you 
want for something restorative, or materials for your cauldron, 
you would be wise to seek one out. 


Hootiques are found in several towns and villages, and traveling 

wizards would do well to visit them whenever the opportunity 
arises. Though every hootique has a slightly different stock list, 
they all carry an adequate supply of the essentials. You are advised to purchase 
plenty of bread and coffee every time you visit—you would not want to run out 
in the heat of battle, after all... 


—s>H{ Types of Treasure Chest #<2i-— 


‘Treasure chests are to be found in all sorts of locations, from bustling city 
Squares to dark and dingy caverns. Ordinary treasure chests are red, but you 
will doubtless come across various other colors. Blue chests require a magic 
spell to open them, while green chests can only be opened with a special gun. 


Teachings for Aspiring Wizards 8 


Be aware that many treasure chests are rather well 
hidden, and that finding them may require some 
research, You may be certain, however, that 
great rewards await those who are willing to 
make the effort. A life lesson if ever there 
was one. 


Chapter Five 


Creatures 


and Familiars «S49 


Creatures and Familiars bs 

DTN eee re 
Familiars and Other Creatures 
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creatures. While most will present an obstacle to your progress, others may yet become your 
familiars—stalwart companions that will accompany you on your travels, and aid you in battle. 


‘This chapter introduces many of the most common creatures, and provides direction on how they 


Your journey as a wizard will inevitably bring you into contact with all manner of magical 
, may be persuaded to become your familiars. 


Sainte 


reatur' 


Creatures are sentient beings that are born from the hearts of living things. There are many 
different species in the world, certain of which can usefully be employed by wizards as familiars. 
Since familiars are often born from human hearts, many think that a/l familiars are created in 
this way. This is not the case, however. Most creatures can become familiars, irrespective of 
their provenance. 


is 


Anything with a heart—in the sense of a soul or a spirit—can give rise to a creature, including 
animals, plants, stars, and even certain man-made objects. Note that while creatures not born 
of humans are considered “wild,” this does not preclude them from becoming familiars. It is 
simply a matter of approaching them in the correct manner. The most important step in making 
a creature your familiar is giving it a name. Naming creates a bond 
between wizard and creature, and once you have formed this bond 
with a creature, it will willingly take up residence in your cage 
and become your familiar. 


Creatures and Familiars * What is a Famili 


What is a Familiar? 
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HEH Key Points Hai 


® Creatures are born from the hearts 
of living things. 

© All living things are capable of 
producing creatures. 


® Serenading and naming creatures 
makes them your familiars, allowing 
them to be kept in your creature cage. 


SFE HE Sey 
Teachings for Aspiring Wizards 


Serenading 
Sa 


“Serenading” refers to the act of playing music to a creature in a bid to 
persuade it to become your familiar. Those in possession of a Spirit Harp 
should try serenading any creature that appears to be receptive, since 
such creatures will invariably agree to become familiars 

at the conclusion of a suitable song. Note that some 

creatures are more reticent than others, and may 
refuse to listen to your overtures. All creatures 
are more receptive to powerful wizards than 

to feeble ones, however, so treat them to a 

taste of your magical power and they may 
eventually be convinced to take notice. 

In practice, this usually means besting a 
creature on the battlefield—further proof, 

if any were needed, that while the true 

wizard should ever petition for peace, he 

should also be versed in the ways of war. 


[} athe Familiar Retreat 


While the creature cage provides a convenient way for a wizard to carry 
familiars around, its capacity is unfortunately limited. Should you acquire 7 
more familiars than the cage will comfortably accommodate, some will 
have to be left in the care of the Familiar Retreat. The retreat can be 

accessed from most towns, as well as several 
other locations. Note that the retreat 


[fureg. pur someaig 


ser 


is no mere hole in the ground. " 
It is magically connected to a 
another dimension, and has ve4 
been known to facilitate some bo} i 


rather unexpected encounters. 


Creatures and Familiars 


The Creature Cage 
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Once a familiar has been acquired, it is imperative that it is immediately housed in the creature 
cage. Don’t worry if it seems to be too big—familiars are capable of shrinking temporarily in 
order to fit inside, The creature cage offers a stimulating environment in which your familiars 
can train and relax. It is also a fine place to lavish affection upon them. Sages agree that showing 
warmth toward one’s familiars has a positive effect on their development, so do not be aftaid to 
give them a treat or two. 


A single glance at the familiars in your cage should make it clear that the various species are all 
very different. Some are placid and predictable, while others are hot-blooded and apt to bite a 
wizard’s finger off without warning. 


Do not give up on your more violent familiars, however. With a good upbringing and the right 
amount of love, they too will open their hearts and become your loyal companions. 


Metamorphosis 
= ee SES 


As your familiars gain battle experience, they will start to learn various “tricks.” There are many 
* different tricks, and the ones that can be learned will vary from familiar to familiar. 


Once a familiar has acquired a certain amount of battle experience, it may be prompted to 
metamorphose into a more advanced creature—one quite different in both appearance and ability— 
via the administering of a special drop. The more times a familiar undergoes metamorphosis, 
the stronger it will ultimately become. When a familiar metamorphoses for the first time, it will 
assume a second form consistent with all other creatures of its type. When it metamorphoses for 
a second time, however, it will assume one of two different final forms. 


While passively observing your familiars’ development can be amusing enough, attempting to uncover 
the secrets of metamorphosis represents a much better use of an ambitious young wizard’s time. 


—- 


A preferred form is 
chosen for the familiar. 


Glims 


> - a 


Enemy creatures will occasionally drop glowing orbs known as “glims” during battle. There are 
various types of glim, each one having a different effect on the wizard who collects it. Green 
glims, for example, restore some vitality, while blue glims restore magical power. Do note, 
however, that the effects of the rarest and most powerful glims will vary according to the wizard 
or creature that collects them. Be sure to bear this in mind during battle. 


a 
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Creatures and Familiars 


Familiar Signs 


oo ~ q 


Every creature is aligned with one of four celestial signs—sun, star, moon, and planet-—each 
with its own distinct characteristics. Of these, a small minority of creatures are aligned with 
special, doubly powerful signs known as “twin signs.” A creature’s sign has a notable effect on 
its performance in battle. Creatures aligned with the sun sign, for example, are effective against 
those aligned with the moon sign, but ineffective against those aligned with the star sign. 


i While creatures of a given species commonly share a sign, this is not always the case, as other 

ga. factors, such as habitat, also influence alignment. Finally, while a familiar’s sign may affect 

ie its growth and metamorphosis, it is important to remember that battle experience is the most 
i & important factor in any familiar’s development. 

f i 
* 12> The Eight Signs and Their Effects #2 ; 

ies Sun Twin Sun 

‘ Creatures are proficient at fire- Creatures are highly proficient 


based attacks and are fairly 
difficult to put to sleep. 


Star 


Creatures are proficient at 
storm-based attacks and are 
somewhat resistant to poison. 


Moon 


Creatures are proficient at 
water-based attacks and are 
fairly difficult to confuse. 


Planet 

Creatures develop more quickly 
than those born under other 
signs. 


Gute 


at fire-based attacks and are 
difficult to put to sleep. 


Twin Star 

Creatures are highly proficient 
at storm-based attacks and are 
resistant to poison. 


Twin Moon 


Creatures are highly proficient 
at water-based attacks and are 
difficult to confuse. 


Twin Planet 


Creatures develop much more 
quickly than those born under 
other signs. 


‘The light of the sun will outshine the moon. 

‘The glow of the moon will put stars in shade. 

‘The glamour of the stars will cause sun to swoon, 
When two combine, their strength’s sum is made. 
‘The once-ringed planet stands apart from the three, 
While the twice-ringed planet rules as king. 
Before it, sun, moon, and stars bend their knee, 
Yet it holds no sway o'er its once-ringed sibling. 


Creatures and Familiars 
i ee 4 
Wild Monsters 
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‘The world is home to all sorts of awe- 
inspiring monsters, from fire-breathing 
dragons to towering giants. A wizard 
would do well to learn all that he can 
about such beings, since even a cursory 
understanding of their habits can make 
all the difference in the event of an 
unexpected encounter. 


> 


‘amiliars 


Note, however, that monsters do not 
remain the same for long. They are 
growing and evolving with every day 
that passes, and a tome such as this 
one cannot hope to contain exhaustive 
information on al] extant varieties. That 
said, having absorbed the information 
contained herein, a true wizard should 
be able to deal with a new strain without 
further need to consult a textbook. 
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An Introduction to Creature Genuses 
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One 


Milites excel on the battlefield due to their offensive abilities, defensive power, 
and speed. Many of them are also adept at using weapons. Note that while 
all creatures like sweet things, milites are famous for their love of chocolate. 


Legendary Beasts 


Guardians 


Kind-hearted divine beings that 
protect the natural world. 


Areas rich in life or natural energy, such as 
forests and volcanoes, are invariably protected 
by guardians. Though they are usually rather 
docile, they are wont to become enraged when 
their domain is threatened. Pictured here is the 
Guardian of the Woods, a mighty being known 
for harnessing the power of the wind in defense 
of its forest home. 


Extremely fond of fighting, 
individual bighorns have been 
known to take on hordes of enemies 
by themselves. 


@ Physical Attacks / 
A Sur 
i Unknown 
@ Stardrops 
Raw Steel 
© Yoo-hoo, Fling Flame, 


Smash Hit, and more 


Little Bighorn 


@ Affinity: 
A Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Batterhorn 


Creatures that charm enemies 
with their elegant crest of feathers 
before bludgeoning them with the 
giant horns they carry. 


@ Physical Attacks / 

& Moon 

Wi Unknown 

@ Unknown 

© Enlighten, Whirligig, 
‘Thunderstorm, and more 


Creatures that carry almost twice their body weight in the 
form of two large horns. Never observed without their masks, 
even in the most stifling of conditions. 


Physical Attacks / 

Star 

Near Old Smoky 

Crunchy Carrots 

Sour Sundae 

Poison Pinch, Spire of Fire, 


and more 


Splatterhorn 


Notable for their strong sense of 
responsibility, these creatures never 
abandon injured companions—or 
show any mercy when taking 
revenge. 


@ Physical Attacks / 

& Moon 

Unknown 

@ Unknown 

© Healing Rain, Bracer, 
Petrifying Poke, and more 


Vexatious creatures, 


@ Affinity: 
A Common Sign: 
Wi Habitat: 
@ Items Dropped: 


© Tricks: 


Cutpurrse 


Though these creatures will 
pick a wizard’s pocket without 
a moment’s hesitation, one need 
only tickle their ears to make them 
return what they have stolen. 


@ Fire Y Water X 


& Moon 
| Unknown 

@ Planetdrops 
Phoenix Feathers 


© Smoke Bomb, Dark Cloud, 
Slice ‘n’ Dice, and more 


Purrloiner 


steal their valuables. 
thrill alone, and the plunder is soon returned. 


known to target wealthy humans and 
‘This is almost always done for the 


Water X 

Moon 

Near Castaway Cove 

Supple Leather 

Moondrops 

Ray of Light, Drowsy Drops, 
See Stars 


Puss in Bouts 


Known to entice humans into duels, 
wagering their worldly possessions 
upon the outcome. They proudly 
wear their winnings as trophies. 


@ Fire SY Water X 

A Sun 

WH Billy Goat’s Bluff 

@ Green Grapes 
Planet Crystals 

© Time to Shine, Plasma Ball, 
‘Thunderbolt, and more 


re] pue SomnywIID, 
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Puss in Boats 


‘These pirate-mad creatures have 
developed a swashbuckling fighting 
style, and even dress like their 
seafaring idols. 


@ Water / Fire X 

A Moon 

@ Unknown 

@ Tachestones 
Meteorites 

© Maddening Melody, 
Razzle Dazzle, Black Blast, 
and more 


ekoulisl 


Hog-Goblin 


‘These curious creatures usually settle in mountainous areas, 
where they live in large communities. The sticks they carry 
are used for hunting, cooking, and more besides. 


@ Affinity: 
& Common Sign: 
WH Habitat: 
@ Items Dropped: 


None 
Moon 


Planetdrops 


© Tricks: 


Near Castaway Cove 


Confusion-Be-Gones 


t, See Sense, 


Gobfather 


‘These creatures become very 
attached to their knives, and use 
the same one for years at a time. 
They don’t seem to mind getting 
them bloody, however... 


@ None 

A Str 

HB Unknown 

@ Black Truffles 
Pixie Dew 

© War Cry, Fling 


Petrifying Poke, and more 


me, 


Gobspeed 


Known to target travelers for their 
weapons and armor, gobspeeds 
adapt the equipment they steal 
for their own personal use. 


@ None 

A Sun 

WH Billy Goat's Bluff 
@ Drakestones 


Sun Crystals 


Gobforsaken 


Hog-goblins that have become 
utterly evil. Known to hide in the 
shadows, waiting for the moment 
to deal an unsuspecting victim a 
fatal blow. 


@ Darkness / Light X 
A Son 
| 
@ Cappuccinos 

Big Babanas 
© Evil Embrace, Demon’s Fury, 


more 


Black Blast, and more 


without fear. 


@ Affnity: 
A Common Sign: 
WH Habitat: 
tems Dropped: 


© Tricks: 


Milites 


Mite 


‘Though small, these creatures have warriors’ hearts and a 
fighting spirit that allows them to face up to any enemy 


Storm / Water X 
Sun 

Unknown 
Emberstones 


Cheeseburgers 


Cut Loose, Sa 


Smash F 


Mighty Mite 


Always brimming with life and 
gusto, these creatures are capable 
of knocking out an enemy with a 
single swing of their sword. 


@ Storm / Water X 

A Star 

BB Billy Goat's Bluff 

@ Cheeseburgers 
Sarsaparilla Sundaes 

© War Cry, Fling Flame, 


Roly-Poly, and more 


Dynamite 


Not satisfied with having mastered 
the way of the sword, these mites 
are always searching for new 
challenges, in the shape of tougher 


enemies. 


@ Fire / Water X 

A Star 

HB Unknown 

@ Unknown 

© Slash ‘n’ Burn, Whir 
Yoo-hoo, and more 


Mermite 


These mites are believed to have 
mastered the sword by training 
under a waterfall. Some wizards 
claim to have seen them part the 
sea itself with their blade... 


@ Water / Fire X 

& Moon 

Unknown 

@ Unknown 

© Snowblower, Splish Slash, 
Soulshield, and more 


G 
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Burly Hurly 


Creatures who take great pride 
in their physical prowess. Their 
powerful punches are to be avoided 
at all costs. 


e 

A Son 

Wi Billy Goat's Blut 

Os 
Tachestones 

© Yoo-hoo, E 


Rolling S 


SA Water X 


ops 


Hurlcules 


Warriors to the bone, these 
creatures think of nothing but 
fighting from morning till night. 
It is unimaginable that they would 
ever consider fleeing from a battle. 


@ Fire Y Water X 
A Sun 

WE Unknown 

@ Unknown 


‘Time to Shine, Firewall, 


r, and more 


@ Affinity: 
A Common Sign: 
@ Habitat: 
@ Items Dropped: 


© Tricks: 


Razzle Daz: 


Hurlabaloo 


These highly trained warriors 
simply cannot resist a fight, and 
will do whatever it takes to win, 


@ Water JV Fire X 


Bracer, and more 


Hurly 


Extremely strong creatures who amuse themselves by juggling 
rocks—a true spectacle for the curious observer. 


Fire / Water X 
Star 

Unknown 

Sturdy Shinbones 
Game Pies 


Sling Stone, Fling Flame, 


le, and more 


«The Guardian of the Woods #-— 


‘ 


‘A divine being who has protected the Deep Dark Wood since time immemorial. Though 
generally peaceful and rather passive, it becomes wild and irrational when angry, pounding 
the earth with such fury that all around it are brought to their knees. 


@ Affinity: Storm / Fire X © Notable Brings both arms crashing 

A Sign: Unknown Attack: _ down onto the ground, 

WB Habitat: The Deep Dark Wood producing a gust of wind 

@ Items Dropped: Spirit of the Woods that blows enemies off their 
feet. 


spoom, auf Jo werprensyaiiyy ster 
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Bestiae 


A common sight in grasslands the world over, bestiae are some 
of Mother Nature’s toughest warriors. 


Bestiae are swift, powerful creatures that generally live on grassy plains and 
other such flatlands. They tend not to use weapons, preferring instead to 
attack with their teeth, claws, and tails. Though naturally aggressive, they can 
be rendered amenable with cold treats—ice cream being a particular favorite. 


Legendary Beasts 


SS 1. 


A roaring red stag that protects 
its bountiful forest home. 


‘This proud beast is usually found near 
the spring in Golden Grove. Though 
its antlers change appearance on a 
regular basis, it is the same stag 
that has guarded the forest since time 
immemorial. Its mighty roar is used both for 
summoning the forest beasts and for attacking enemies directly. 


Ruffian 


Generally found in warmer climes, 
these creatures are known for 
attacking with great speed. They 
do become rather docile when wet, 
however. 


@ Fire S Water X 
A Son 
HE Old Smoky 
@ Sundaes 
Sundrops 
© Heat Ray, Sand Blast, 


Enlighten, and more 


Groffian 


These proud creatures generally 
eschew large groups in favor of 
a solitary existence. Their fiery 
breath is not something any wizard 
should take lightly. 


@ Fire Y Water X 


@ Nevermore 
Stardrops 
P 


and more 


Scruffian 


‘Though small in stature, these 
creatures move very rapidly and 
attack with great ferocity. 


@ Fire Y Water X 
A Star 
ME Unknown 


© Belly Buster, Poison Pinch, 
Plasma Ball, and more 


Ruff 


Creatures that are usually seen tearing around the Rolling 
Hills that surround Ding Dong Dell. Though generally rather 
frantic, they become utterly indolent at the first sign of rain, 


@ Afinity: Fire S/ Water X 
& Common Sign: Sun 
WB Habitat: ‘The Rolling Hills 
@ Items Dropped: Pies 
Booster Shoots 
© Tricks: Earsplitter, Fling Flame, 


Hot Huff 


Rhinosaur 


Creatures that enjoy a quiet existence in dense, verdant 
forests. Once battle has been joined, however, they do not 
hesitate to use their enormous bodies to crush the enemy. 


@ Affinity: Water 

& Common Sign: Sun 

WB Habitat: ‘The Rolling Hills 

@ Items Dropped: Tender Beef 
Springwater 


© Tricks: Roly-Poly, Fling Flame 


Rhinosnore Rhinobore Rhinosaw 


‘These creatures habitually slumber  Rhinobores have evolved special These creatures use their saw-like 
for long periods during the day, and horns that allow them to skewer horns to tear into their enemies 
even when they are awake, one or _crevice-dwelling prey and eat them when angered. They are widely 


more of their limbs is invariably whole. feared in the animal kingdom, and 
still asleep. rightly so. 4 
{ 
@ Water X @ Water VY Storm X @ Water V Fire X 
A Sun A Star A Star 
WH Near Castaway Cove MH The Rolling Hills MB Miasma Marshes 
@ Fluffy Rice @ Fluffy Rice @ Stardrops 
Glowcaps Angulas Star Crystals 
© War Cry, Hot Huff, © Stalagmitts, Smash Hit, © Drowsy Drops, Hellitosis, 
Enlighten, and more Hocus Focus, and more Black Blast, and more 


Jabber 


Jabbers are born from hearts that yearn for freedom. They 


are generally found deep in forests, 
the mood takes them. 


@ Affinity: Storm 
& Common Sign: Star 
WH Habitat: ‘The Deep Dark Wood 
@ Items Dropped: Crunchy Carrots 
Iced Coffee 
© Tricks: Smash Hit, Sand Blast, 


Fling Flame 


playing or hunting as 


Stabber 


Nimble creatures that attack 
their enemies with spears. As 
their gleeful expressions suggest, 
they have an insatiable appetite 
for mischief. 


@ Storm % 

A Sur 

BE Teeheeti 

@ Crunchy Carrots 
Carrot Cakes 

© Pick-Me-Up, Hot Huff, 


Petrifying Poke, and more 


Stabberwocky 


‘Though their spears are rather 
wonderful objects, it is generally 
accepted that the creatures 
themselves have no idea of their 
value. 


@ Storm % 

& Moon 

@ The Rolling Hills 

@ Sleep-Be-Gones 
Shadowglass 

© Enlighten, Whirligig, 
Slice ‘n’ Dice, and more 


Jabberguppy 


Creatures whose “spear” is in fact 
a fish attached to a stick. Sages 
are unable to agree on why they 
would choose to use such a curious 
implement. 


@ Water / Storm X 
A Sun 
@ The Winter Isles 
@ Sundrops 
Iron Diamonds 
© Sharpener, Snowblower, 
Belly Buster, and more 


168% 


Bestiae 


Known for being extremely neurotic, once baatenders have 
deemed someone an annoyance, they will not rest until the 
subject of their agitation has been driven away. 


@ Afinity: Fire X 
& Common Sign: Moon 
BB Habitat: The Rolling Hills 


White Bread 


Plainsworts 


@ Items Dropped: 


© Tricks: 
Belly Buster 


Baatender 


Smash Hit, Poison Pinch, 


Baabarian 


Creatures with powerful rear 
legs that allow for very nimble 
movement. They are famed for 
showing no mercy to those who 
trespass on their territory. 


@ Fire X 

& Moon 

HI Islands South of the 
Summerlands 


@ Cakes 


Plainsworts 
© Demon's Fury, Pick-Me-Up, 
Wallop, and more 


o 


Baabie 


‘These creatures are known for 
having a curiously sweet aroma 
and a soporific singing voice. 


@ Fire Y Physical Attacks X 


A Sun 
WB The Rolling Hills 
@ Curse-Be-Gones 


Baarndancer 


Blessed with a lightness of foot 
which allows them to approach foes 
unnoticed, many a watching wizard 
has been captivated by the graceful 
movement of these creatures. 


@ Physical Attacks / Water % 

A Son 

Unknown 

@ Unknown 

© Drowsy Drops, Yoo-hoo, 
Darkness Beckons, and more 


Crashing Boar 


Short-tempered creatures that will 
charge toward anything that is not 
to their liking, aiming to smash it 
out of their way. 


@ Fire X 

A Moon 

WE The Pig Iron Plain 

@ Black Truffles 
Babana Flans 

© Earsplitter, Hot Huff, 
and more 


Hyperboar 


The striking appearance of these 
short-tempered creatures makes 
them the subject of many a jealous 
look. 


@ Water S Fire X 

A Sun 

Wi Billy Goat's Bluff 

@ Sleep-Be-Gones 
Rumblenuts 

© Enlighten, Bubble Bath, 


Bowlder, and more 


Sore Boar 


Extremely aggressive creatures that charge into enemies 
on sight. Observers have confirmed that they survive by 
crashing into trees and consuming the fruit that falls off. 


@ Affinity: Fire X 
& Common Sign: Moon 
WH Habitat: Golden Grove 
@ Items Dropped: Tender Beef 
Iced Coffee 
© Tricks: Belly Buster, Rolling Stone 


Full Boar 


Full boars constantly simmer 
with rage and spout flames from 
their nose when they eventually 
boil over. 


@ Fire / Water X 
A Moon 
Unknown 

@ Unknown 


feat Ray, Hocus Focus, 


spur sommeaig, 


srerrurey 


Psychophant 


‘The sight of water spraying from 
these creatures’ trunks is a sure 
sign that they are agitated, and 
preparing to charge. 


@ Water / Fire X 
4 Sun 
2H No Longer Mine 


)  @ Sturdy Shinbones 


Drakestones 

© Bubble Bath, 
Maddening Melody, 
Waterspout, and more 


Triumphant 


The bruising resulting from 
constantly charging into foes has 
prompted these creatures to pad the 
worst-affected areas with sturdy 
armor. 


@ Fire Y Storm X 

A Star 

Ml The Giant’s Tabletops 

@ Creamy Milk 
Carnation Cakes 

© Belly Buster, Sharpener, 


Earsplitter, and more 


bulk. The fact that they 
has come as something of 
wizard. 

© Affinity: 
& Common Sign: Sun 
@ Habitat: 

@ Items Dropped: 
© Tricks: Sling 


1g Stone, Yoo-hoo 


Hierophant 


Though inherently wild and ill- 
disciplined, these creatures have 
been taught the value of education 
via repeated encounters with a 


large stone. 


@ Water Y Physical Attacks X 

& Moon 

BB Unknown 

@ Unknown 

© Whirly Whirlies, Crosswind, 
Water Cannon, and more 


Inphant 


‘These hill-dwellers are mainly known for their considerable 


can squirt water from their trunk 
a surprise to many an unsuspecting 


Water S Fire X 


The Rolling Hills 
White Bread 
Supple Leather 


Lubber Club 


Their fondness for training by the 
seaside has given these creatures 
a unique aptitude for beach-based 
combat. 


@ Storm X 

A Moon 

I The Shipwreck Shore 

@ Yogurt 
Planet Crystals 

© Sand Blast, Rolling Stone, 
Rockfall, and more 


Clubber Cub 


Clubber cubs are obsessed with martial arts, and dedicate 
their whole lives to training for battle. Some of the more 
powerful ones have been seen crushing large boulders with 


a single blow. 


@ Affinity: Storm 
A Common Sign: Sun 
Wi Habitat: 


@ Items Dropped: Ice Cream 


Salted Ice Cream 
War Cry, Pebble Pelt, 


© Tricks: 


Sling Stone 


The Shimmering Sands 


Adamantiger 


Rigorous training has made these 
creatures’ muscles as hard as steel 
and capable of deflecting even the 
most vicious of blows. 


@ Storm 

& Moon 

@ The Winter Isles 

@ Planetdrops 
Coldstanes 

© Belly Buster, Polar Puff, 
Enlighten, and more 


Elegantiger 


Having pushed themselves to 
the very limit in training, these 
creatures attack so quickly that 
their unsuspecting victims see 
nothing but a blur. 


@ Storm X 

& Moon 

1B Unknown 

@ Unknown 

© Slice ‘n’ Dice, Pyro Puff, 
Hocus Focus, and more 


ma 
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Dumbelemur 


3" "Though these bearded creatures 
often feign a dumb passivity, they 
are in fact extremely tenacious— 
especially when babanas are 
involved. 

= @ None 

fet a Star 


be’ MI The Genie’s 

A) @ Babanas 

s Star Crystals 
© Sce Sense, Blunt, Whirlig 


and more 


Thumbelemur 


Small creatures that are very fond of dancing, Their graceful 
movements and constant activity are known to be a source 
of encouragement to their companions. 


@ Afinity: None 

A Common Sign: Star 

Wi Habitat: Islands North of th 

@ lems Dropped: Confusion-Be-G 
Glowcaps 

© Tricks: Shar 


Ro} 


Goes 


Pebble Pelt, 


Aye-Aye Sir 


Rendered all the more conspicuous 
by their bright yellow beards, 
the rapid movements of these 
creatures are known to befuddle 
their enemies. 


@ None 

A Moon 

MB Unknown 

@ Unknown 

© See Stars, Thunderbolt, 
Yoo-hoo, and more 


Summerlands 


Aye-Aye Catcher 


Though their ribbons and flowers 
make them look like pampered pets, 
these creatures are famed for their 
capacity to save companions from 
catastrophe. 


@ None 

& Moon 

MH Unknown 

@ Unknown 

© Ray of Life, Mighty Light, 
Upsy-Daisy, and more 


Sasquash 


Extremely mischievous creatures 
who are known to let snow collect 
on top of their heads before 
forming it into balls and pelting 
unsuspecting victims. 


@ Water V Fire X 
A Son 
Bl The Winter Isles 
Oss Gripes 
Sun Crystals 
© Snowball, Sling Stone, 
Slow Poke, and more 


Papa Sasquash 


‘These widely feared beasts are 
believed to hail from the Glittering 
Grotto. Physically strong, they are 
also capable of directing blizzards 
towards their enemies. 


@ Water V Fire X 
A Star 
Wl The Glittering Grotto 
@ Snow Radishes 
Pixie Dew 
© Howling 
Polar Puff 


Blizzard, Sharpener, 


© Affinity: 
‘A Common Sign: 
@ Habitat: 
@ Items Dropped: 


© Tricks: 


Mama Sasquash 


Known for the pouch in which they 
carry their young, mama sasquashes 
are generally kind, but become very 
aggressive when they believe their 
child is in peril. 


@ Water V Fire X 
& Moon 
Wl The Glittering Grotto 


@ Sturdy 


Breeze Cakes 
© Belly Buster, Ray of Life, 


Snowblower, and more 


Shinbones 


Sasquish 


‘Though they dwell on only a handful of snow-covered 
islands, these creatures’ mighty roars are so loud as to be 
audible in distant tropical climes. 


Water / Fire X 
Moon 

The Winter Isles 
Moondrops 

Moon Crystals 
Earsplitter, Sabotage, 


Rolling Stone 


CE em 


= blade? 
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se Gladiataur #<=-- 


A towering forest guardian who uses its fearsome might to punish those who would sully 
its woodland home. The Gladiataur’s low roar can be heard throughout Golden Grove, 
summoning other creatures to help repel invaders. 


@ Affinity: Storm © Notable The great beast swings 
A Sign: Unknown Attack: _ its sword in a mighty arc, 
Habitat: Golden Grove causing untold damage to all 


who stand within reach, 


@ Items Dropped: Spirit of the Glade 


, 


Aquatica 


Fearsome creatures that lurk in the darkness of the depths. 


Aguatica thrive wherever there is plenty of moisture, meaning seas, lakes, 
and even humid swamps. Their ability to move freely in water gives them 
an advantage over most travelers, so take great care when journeying 
through the aforementioned habitats. Creatures of this genus favor pies 
over other types of treat. 


Tentacles ftom the Deep 


A monster that appears whenever there is a rainbow. 


Even the youngest children in Castaway Cove are familiar with the legend of 
this sea monster. Supposedly, a rainbow reveals itself to night fishermen out 
at sea, and when they paddle out to investigate its 
origin, their boat is gripped by giant tentacles 
and dragged down to the depths. The legend 
goes on to specify that should anyone manage 
to escape the tentacles, they will be overcome 
instead by dazzling lights which rise from the 
sea bed. Note that the consequent absence of 
survivors makes this legend difficult to verify. 


Danglerfish 


‘These creatures hunt in dank, wet places, using their lantern- 
like antennae to lure prey before gobbling them up whole. 


@ Affinity: Water / Fire X 

A Common Sign: Sun 

WH Habitat: Ding Dong Well 

@ Items Dropped: Chocolate 
Sandwiches 


© Tricks: 


Phantom Fangs, Splish Slash 


Stranglerfish Manglerfish Spanglerfish 


Having lured their prey with the Though these creatures have a _ Distinctive creatures who hypnotize 
eerie light from their antennae, gleaming jewel for luring prey, _ their prey by rhythmically swaying 
these ocean creatures summon their terrifying appearance often the striped tip of their antenna. 
crashing waves to incapacitate _ scares away potential victims before The spell is broken as soon as they 
them. they can be bitten. bare their teeth, however. 


@ Water / Fire X @ Water / Fire X @ Water / Fire X 


& Moon & Moon & Moon 
MB The Sea North of Autumnia I The Winter Isles WH Unknown 
@ Sandwiches @ Sleep-Be-Gones @ Unknown 
Sour Sundaes Cappuccinos © Hailstone, Polar Puff, 
© Bubble Bath, Hellitosis, © Drowsy Drops, Snowstorm, Soulshield, and more 


Waterspout, and more Bracer, and more 


Taddlywink 


Creatures whose enthusiastic hopping makes them seem both 
charming and approachable. Be very careful, however—they 
have been known to strike unsuspecting onlookers with their 


poisoned tongue. 
@ Affinity: 

& Common Sign: Moon 
W@ Habitat: 
@ Items Dropped: Ice Cream 


Sandwi 


© Tricks: 


Healing Tear 


Water / Fire X 


Ding Dong Well 


Water Bomb, Roly-Poly 


Tadolescent 


Usually observed swimming in the 
ocean at sundown, these frog-like 
creatures attack their enemies by 
spitting freezing cold water at 
them, 


@ Water / Fire X 

& Moon 

Hl The Sea Southeast of the 
Summerlands 

@ Dumbfounders 
Strong Coffee 

© Splish Slash, Hellitosis, 
Bubble Bath, and more 


Tadabout 


Amphibious creatures who can 
survive in places where water is 
scarce. Their nomadic lifestyle is 
believed to be part of a quest for 
constant self-improvement. 


@ None 
4 Sur 
@ The Wi 
@ Stardrops 
Blizzard Blooms 
© War Cry, ¥ 


Belly Buster, and more 


er Isles 


00, 


Tadorable 


Born only in areas blessed with 
natural beauty and clear streams, 
these creatures look pleasant 
enough, but attack with genuine 
viciousness. 


@ None 

A Star 

Unknown 

@ Unknown 

© Sharpener, Rock~a-Bye Baby, 
Waterspout, and more 


caeogdin 


Aquatica 


Splisher 


Creatures who prefer to live together in quiet, peaceful 
societies. So relaxed are their lives, indeed, that they are 
prone to falling asleep at any given moment. 


@ Afinity: 
& Common Sign: 
@ Habitat: 
@ Items Dropped: | Sundrops 


Wetstones 


© Tricks: 


The Sea South of the Summerlands 


Splish Slash, Whirligig, 


Healing Tear 


Splasher 


Usually found floating idly on the 
surface of the water, eating and 
sleeping would appear to be the 
only activities that interest these 
creatures. 


@ Water Y Fire X 
A Moon 
Ml The Sea North of Autumnia 
@ Glowshrimps 
Strong Coffte 
© Sabotage, Sand Blast, 
Bubble Bath, and more 


Snapper 


‘These gluttonous creatures have 

evolved long claws with which 

to prize open the shells of 

their favorite prey. A necessary 

adaptation, given their insatiable 

appetite. 

@ Water Y Fire X 

& Moon 

I The Sea North of the Winter 
Isles 

@ Dumbfounders 
Wetstones 

© Snowblower, W 
War Cry, and mo 


Whirlies, 


Snipper 


Creatures who use their scissor~ 
shaped tails to give themselves a 
daily haircut. Take care not to 
disrupt this ritual—they produce 
crashing waves when enraged. 


@ Water / Fire X 

& Moon 

BB Unknown 

@ Glowshrimps 
Pixie Dew 

© Waterspout, Polar Puff, 
Bracer, and more 


© Afinity: 
& Common Sign: 
BH Habitat: 

@ Items Dropped: 


© Tricks: 


Aquatica 


Hooray 


Sea creatures that use their broad fins to traverse the oceans. 


‘Though they appear to be rather docile, they have been known 
to jump out of the water and attack unsuspecting seafarers. 


Water / Fire X 

Moon 

‘The Sea South of the Summerlands 
Moondrops 

Strong Coffee 

Belly Buster, Splish Slash, 

Blunt 


Hip-Hooray 


Noted for their spiky skin, these 
creatures have been known to 
skewer sailors who lean too far 
overboard. 


@ Water / Fire X 

& Moon 

MH The Sea North of the 
Summerlands 

@ Moondrops 
Wetstones 

© Ill Wind, Bubble Bath, 
Rock-a-Bye Baby, and more 


Grimray 


‘These ominous-looking black and 
red sea creatures use their long 
tails as whips with which to attack 
their enemies. 


@ Darkness / 

A 

WB The Sea Northwest of the 
Summetlands 


Fairy Chocolate 
© Black 


Darkness Beckons, and more 


Blast, Hocus Focus, 


Springray 


Capable of swimming much faster 
than their size would suggest, these 
creatures are usually within striking 
range before their prey even knows 
they’re there. 


@ Water / Fire X 

A Moon 

Unknown 

@ Cappuccinos 
Snowflakes 

© Snowstorm, Slow Poke, 


Water Cannon, and more 


Oo 
ese 7S 379, 


The two forks on these creatures’ 
heads unleash electrical blasts, the 
power of which Wattees can then 
measure using the meters that they 
always carry. 


@ Water Y Storm / 

A Star 

Wl The Sea North of the Winter 
Isles 

@ Fishburgers 
Cappuccinos 

© Short Circuit, Pick-Me-Up, 
Bubble 


Bath, and more 


‘Though these creatures generate a 
great deal of electrical power, they 
are unable to control its discharge, 
and frequently electrocute allies as 
well as enemies. 


@ Water Y Storm / 


A Star 

WE The Sea Northwest of the 
Summerlands 

@ Confusion-Be-Gones 
Rumblenuts 

© Thunderstorm, Bracer, Parp, 


and more 


@ Affinity: 
A Common Sign: 
@ Habitat: 
@ Items Dropped: 


© Tricks: 


Creatures that are constantly 
charging large batteries with the 
electricity they generate, storing it 
up to be unleashed during battle. 


@ Water Y Storm / 


A Sur 
Unknown 
@ Stardrops 


nderstorm Gems 
tor, Thunderbolt, 


uck, and more 


Sparkee 


Creatures that use charged coils to deliver devastating 
electrical attacks. They have also been known to become 
overexcited and electrocute themselves with them... 


+S Storm / 


Star 


‘The Sea South of the Summerlands 
Glowshrimps 

Ruby Ripple Ice Cream 

Plasma Ball, Sabotage, 


Thunderspark 


pur someaig, 


a 


> srerruey, 


8 Royal Jelly #-— 


: a 


An enormous gelatinous sea creature whose transparent flesh reveals a hypnotic array of y 
colorfully flashing innards. Enemies that enter its territory are entranced by its beauty, 
but soon find themselves wrapped in its tentacles, being lifted towards its gaping mouth. 


@ Afinity: Water / Fire X © Notable The beast builds up an 
A Sign: Unknown Attack: enormous electrical charge 
Habitat: Unknown and then releases it in a 
@ Items Dropped: Spirit of the Storm blast that sends its prey’s 


entire body into spasms. 


R 


Winged beasts that soar upon the six winds. 


Most aves use their wings to take to the skies and pounce on unsuspecting 
victims from above, often using their sharp beaks as weapons. Aves will 
eat almost anything they can peck at, but have been observed to have a 
particular fondness for all kinds of ice cream. 


Master of the Skies 


A charm worn by those who ride upon cloud sweepers. 


‘The image on the right depicts a charm that is very popular 
among those who ride Cloud Sweepers. Believed to 
represent a legendary creature that once served 
the Queen of Xanadu, this simple yet 
GG pian ~ 
731 


attractive ornament is said to bring 
luck to all who fly. 


<a ab 


Ore 


Major Byrde 


These bird-like creatures are swift 
as the wind itself, and have talons 
as sharp as knives. 


@ None 

A Sun 

Wi Unknown 

@ Nix-Be-Gones 
Gustplumes 

© War Cry, Smash Hit, 
Sand Blast, and more 


Firebyrde 


Creatures that rain fire upon their 
enemies from above. In days of 
yore, firebyrdes were mistakenly 
believed to be relatives of the 
legendary phoenix. 


@ Fire Y Water X 


WH The Giant’ 
@ Dumpty Eggs 
Ruby Ripple Ice Cream 
© Spire of Fire, Pick-Me-Up, 
Petrifying Poke, and more 


Tabletops 


lives in the air. 


Thunderbyrde 


These flying beasts swoop down 
upon their prey with lightning 
speed and fry them to a crisp with 
blasts of electricity. 


@ None 
& Star 
Mi Billy Gost's Blut 
@ Gustplumes 
Star Crystals 


Minor Byrde 


Creatures who fly by flapping their broad wings. Sharp 
of eye and very speedy, it is rare for prey to escape once 
spotted. Byrdes are unique in that they spend their entire 


@ Affinity: None 

& Common Sign: Moon 

WH Habitat: The Rolling Hills 

@ Items Dropped: Dumpty Eggs 
Plainsworts 

© Tricks: Whirligig, Poison Pinch, 


See Stars 


srey 


aezoe 
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Crowhawk 


Easily identifiable due to their magnificent crests, these 
creatures are often heard at dawn, crowing together in 
large numbers, As a result, they are often referred to as 
“Desert Alarm Clocks.” 


@ Affinity: Storm X 

A Common Sign: Star 

WH Habitat: ‘The Shimmering Sands 

@ Items Dropped: Poison-Be-Gones 
Phoenix Feathers 

© Tricks: Body Blast, Whirligig, 


See Stars 


Mohawk 


Once these creatures have sighted 
their prey, they will chase it until 
it collapses from exhaustion. They 
are also known to use their sharp 
crest as a weapon during battle. 


@ Storm X 

A Sun 

WB Techeeti 

@ Emberstone 
Wildflower Sundae 

© Sabotage, Sand Blast, 

Crosswind, and more 


Prohawk 


Very similar to mohawks, but much 
faster as a result of special training 
undertaken at a secluded mountain 
retreat. 


@ Storm / Water X 

A Sun 

WH Billy Goat's Bluff 

@ Gustplumes 
Cappuccinos 

Dice, Blunt, 

Slash ‘n’ Burn, and more 


10) 


Snowhawk 


‘These creatures’ crests are cold 
enough to produce flurries of snow 
from thin air, causing significant 
damage when directed towards 
enemies. 


@ Water / Fire X 

A Moon 

Unknown 

@ Sour Grapes 
Fruit Flans 

© Snowball, Pick-Me-Up, 
Splish Slash, and more 


Whambat 


‘Though these creatures tend to keep to the dark caves that 
they inhabit, they are able to sense when their companions 
are in danger and will fly to their rescue wherever they are. 


@ Affinity: Storm / 
A Common Sign: Sun 
WB Habitat: Near Castaway Cove 
@ Items Dropped: Blindness-Be-Gones 
Sundrops 
© Tricks: Evil Embrace, Spite, 
i Dark Cloud 


Wishing Whambat 


‘These creatures will invariably fly 
to the aid of a comrade in crisis, 
flapping their wings to create a 
mighty wind that drives away the 
aggressor. 


@ Storm Y 

A Star 

BB Techeeti 

@ Stardrops 
Milk Chocolate 

© Rolling Stone, Sabotage, 
Whirligig, and more 


Whampire Bat 


Often believed to be selfish 
creatures due to their insistence 
on doing things their own way, 
they are in fact rather kindhearted 
and generous. 


@ Darkness Y Light X 
A Star 
@ Miasma Marshes 
@ Coldstones 
Pixie Dew 
© Short Circuit, Leech, 
Slow Poke, and more 


Captain Whamtastic 


Creatures who will fly to the aid 
of anyone who cries “help.” Their 
propensity to protect the weak and 
reject evil makes them a true ally 
of justice. 


@ Light Y Darkness X 

A Star 

BE Unknown 

@ Unknown 

© Time to Shine, 
Razzle Dazzle, Wind Tunnel, 
and more 
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Sleepeafowl 


Curious creatures whose plumage forms a face when correctly 
aligned. ‘They tend to wait in trees for a suitably weak victim 
before using their wings to blow sand in its eyes. 


iliars 


Creatures and-Fs 


; @ Affinity: 


Storm / 

& Common Sign: Star 

WH Habitat: The Rolling Hills 
@ Jems Dropped: —Poison-Be-Gones 
Booster Shoots 


© Tricks: 


Drowsy Drops, Blunt 


Hippeafowl 


‘The expression on the face formed 
by these creatures’ wings changes 
as their feathers are shed, meaning 
some reckless pluckers have ended 
up looking rather alarming. 


@ Storm Y 

A Star 

I Islands South of the 
Summerlands 


@ Iced Coffee 
Rings-a-Bells 

© Sand Blast, Thunderspark, 
Crosswind, and more 


Grumpeafowl 


‘These creatures’ large red wings 
produce searing flames when 
flapped. It has been noted that 
grumpeafowl can run faster than 
they can fly when enraged. 


@ Fire / Water X 

A Sun 

WB The Shipwreck Shore 

@ Sleep-Be-Gones 
Gnomebeards 

© Spire of Fire, Yoo-hoo, 
Hocus Focus, and more 


Wimpeafowl 


‘These sensitive souls will cry at 
the slightest provocation. Do not 
think that this makes them easy 
targets, however—their tears are 
accompanied by violent storms. 


@ Water / Fire X 

& Moon 

WB The Winter Isles 

@ Blindness-Be-Gones 
Rumblenuts 


© Whirly Whirlies, Waterspout, 
Slow Poke, and more 


enraged. 
@ Affinity: Water / 
‘A Common Sign: Moon 
BE Habitat: Unknown 
@ Items Dropped: Yogurt 
oft Scoop Ice Cream 
© Tricks: Healing Tear, Thunderspark, 


See Sense, and more 


Drongo 


Creatures noted for the single decorative plume that adorns 
their head. Though they do not enjoy fighting, they are 
capable of unleashing powerful electrical attacks when 


fureg pur someaig, 


ser 


Strongo 


Caring creatures who are often 
seen tending to their companions’ 
wounds. 


@ Water Y 

A Sin 

WH The Sea North of the 
Winter Isles 

@ Snow Radishes 
Coldstones 

© Thunderspark, Healthy Glow, 
Bubble Bath, and more 


Fluorongo 


Boasting the avian equivalent of a 
goatee beard and bushy eyebrows, 
fluorongo could be mistaken for 
wizards when banishing enemies 
with a flash from the tip of their 
staff. 


@ Light V Fire X 
A Sun 
HB Unknown 


Electrongo 


This placid creature has a loping 
gait that is utterly at odds with the 
fierce power of the lightning bolts 
it fires at enemies. 


@ Storm / Water X 

A Stor 

@ Unknown 

@ Unknown 

© Thunderbolt, Water Bomb, 
Waterspout, and more 


ie 
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Knightingale 


Creatures whose heroic appearance 
gives courage to those who fight 
alongside them. Rumor has it that 
their eyes burn bright red within 
their helmets. 


@ None 

A Star 

HW Unknown 

@ Unknown 

© Healthy Glow, Plasma Ball, 


See Stars, and more 


Paladin Partridge 


Ostentatious creatures who wish 
to become legendary heroes and 
can often be seen rashly risking 
their lives for others during battle. 


MH Unknown 
@ Unknown 
© Enlighten, Mighty Light, 


Ray of Life, and more 


Bushido Bantam 


Loyal creatures, known for their 
calm and rational decision-making. 
They train rigorously every day, 
and show respect toward even their 
most bitter rivals. 


@ None 
A Star 
Unknown 


© Sharpener, Slice ‘n’ Dice, 


Thunderbolt, and more 


Fightingale 


@ Afinity: 


@ Habitat: 
@ Items Dropped: 
© Tricks: 


‘These creatures are easily embarrassed and blush whenever 
anyone looks at them. They hide their shame by wearing 
a tough homemade helmet that covers their entire head. 


None 
A Common Sign: Star 

Unknown 

Unknown 

Yoo-hoo, Sand Blast, 


Whirligig 


'Tu-Whoo 


‘The heart-shaped outline of these 
creatures’ faces means that they 
are often drawn by children as 
symbols of peace. 


@ Storm / 
A Moon 
WE Islands South of the 
Summerlands 
@ Ice Cream 
Eidos 
© Thunderstorm, 
Rise and Shine, 
‘Whirly Whirlies, and more 


Tu-Whit 


These nocturnal creatures are usually asleep during the day, 
though rumor has it that their narrow eyes see the truth in 


all things, even when closed. 


@ Affinity: Storm / 

A Common Sign: MVioon 

@ Habitat: Near Castaway Cove 

@ Items Dropped: Sleep-Be~Gones 
Creamy Flans 

© Tricks: Ray of Life, Razzle Da: 


Whirligig 


Sharp-Hooter 


Never seen without their top 
hat and glasses, sharp-hooters’ 
chivalrous nature means they are 
unable to stand idly by when there 
is a damsel in distress. 


@ Storm / Darkness / 

& Moon 

BE Unknown 

@ Unknown 

© Rock-a-Bye Baby, 
Lease of Life, Il Wind, 


and more 


Hooting-Star 


The pattern on hooting-stars’ 
breast plumage looks like a giant 
face, and is genuinely terrifying 
when glimpsed at night. 


@ Storm S Li 
& Moon 
Unknown 
@ Unknown 
© Wind Tunnel, Slow Poke, 
Healthy Glow, and more 
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Teachings for “Aspiring 


Teachings for Aspiring Wizards 
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The Worst Dreams You’ve Ever Had... 


As briefly mentioned in the introduction to the Locket, people become 
brokenhearted when the virtues that make up their heart are lost or stolen. 
While most brokenhearted people can be returned to normal by restoring the 
virtue that is missing from their heart, some can be possessed by nightmares—a 
predicament that is rather more difficult to resolve. 


Nightmares are mysterious presences that consist entirely of evil. They seep 
into the cracks that form in broken hearts, further disrupting their balance, 
Those who are possessed by nightmares lose sight of themselves completely 
and become totally different people. Since Nightmares do not generally alter 
a person’s appearance, however, their friends and family may not even realize 
that the victim has been possessed. 


To return the victims of possession to their old selves, one must first drive away 
the Nightmare. Only then can the missing virtue be restored to their heart. 


Teachings for Aspiring Wizards 


ye ee roee Si. 


Knowledge is Power 


Each creature has its own strengths and weaknesses, much like each wizard. 
Unlike wizards, however, such attributes are largely determined by a creature’s 
genus and species. Ulk, for example, have been found to be highly susceptible 
to poison, many wizards having observed their pronounced reaction to both 
natural and manmade toxins. 


Automata, on the other hand, are generally resistant to poison but suffer badly 
when subjected to electrical attacks, which disrupt their inner workings and 
prevent them from operating correctly. 


Elemental traits of this kind can vary widely within a genus, and even between 
metamorphically linked species. This is due to the fact that some creatures 
knowingly sacrifice their affinity with one element in order to increase their affinity 
with another during metamorphosis. One need only compare a Fire Ogrrr and a 
Water Ogrrr to comprehend the developmental consequences of such a choice. 


Creature attributes are therefore extremely varied. Remembering a creature’s 
strengths and weaknesses, and adjusting one’s plan of attack accordingly is no 
mean feat, but the Wizard’s Companion is here to help. This volume contains 
extensive information on various enemies’ most important characteristics, so be 
sure to consult it prior to battle. Such knowledge may save your life. 


Finally, it should go without saying that no single attack, spell, or strategy will 
prove equally effective against every enemy. There are no shortcuts in wizardry. 
Only through study and training can one hope to become a sage. 
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Beware those whose size makes them appear harmless... 


King Hickory II 


The mouse king who stood up to the cats. 


No rivalry in the natural kingdom is as great as the one that exists between 
mice and cats. Though the cats’ superior size and strength have always given 
them the upper hand, one mouse king’s fleet feet and quick wits caused untold 
torment to his feline foes. His favorite trick became known as “cat fishing,” 
and involved dangling his tail out of a mousehole to attract a 
cat’s attention before quickly withdrawing it, just 
as his hapless victim crashed headfirst into 
the wall, unable to squeeze through the 
tiny opening. 


if 


Minima are very small creatures whose adorable appearance has lured many 
an unwary traveler to his doom. They are very fond of freshly baked pies, 
and have never been known to turn one down as a treat. 


Flummox Floret 


These creatures are rarely 
encountered, preferring to live 
hermetic existences in coastal 
regions. They are known to cause 
confusion in their enemies. 


@ Water X 

& Sun 

I The Shipwreck Shore 
@ Sleep-Be 


Gones 


Carrot Cakes 
© See Stars, Whirligig, 
Crosswind, and more 


Horrid Floret 


Vicious creatures that will gladly _. Though these colorful creatures are 


attack anyone who approaches 


them. The stubby leaves on their _ afraid to use their needle-like claws 


heads are as sharp as knives and 
contain a potent toxin. 


@ Water X 

A Str 

BE Unknown 

@ Stardrops 
Sarsaparilla Sundaes 

© Poison Pinch, Dark Cloud, 
Phantom Fangs, and more 


@ Affnity: 
& Common Sign: 
@ Habitat: 
@ Items Dropped: 


© Tricks: 


Florid Floret 


usvally full of cheer, they aren’t 


when they get angry. 


ig 


ser 


@ Water X 

A Str 

Unknown Nd 

@ Unknown 

© Slice ‘n’ Dice, Petrifying Puff, 
Smoke Bomb, and more 


Floret 


‘These creatures are believed to have sprung from the hearts 
of sun-kissed plants, and have the invaluable ability to send 
their enemies to sleep. 


Water X 

Twin Sun 

‘The Shimmering Sands 
Confusion-Be-Gones 
Sweetie Pies 

Drowsy Drops, Sand Blast, 


Plasma Ball 


pur sommeaig, 


Jackrabbot 


‘These creatures are very fond 
of wrenches, and are never seen 
without one. Indeed, they even 
take a wrench with them to bed. 


@ Storm X 
A Sun 
WB The Pig Iron Plain 
@ Sundrops 
‘Gnomebeards 
© Smash Hit, Fling Flame, 


Hellitosis, and more 


that irritates them. 


@ Affinity: 


WH Habitat: 
@ Items Dropped: 


© Tricks: 


Whackrabbot 


‘Their hammers are always at the 
ready, and are swung at anything 
that is deemed to be “sticking out.” 


@ Storm ¥ 

A Son 

MB The Shipwreck Shore 

@ Blindness-Be-Gones 
Dark Cloud Gems 

© Dark Cloud, See Sense, 
Stalagmitts, and more 


‘These creatures are believed to be born from plumbers’ 
spanners and are known to throw their tools at any enemy 


Storm X 

A. Common Sign: Sun 

Ding Dong Well 
Poison-Be-Gones 

Teed Coffee 

Ray of Light, Poison Pinch, 
Razzle Dazzle, and more 


Hackrabbot 


‘Though these creatures look utterly 
terrifying, they are mostly just very 
lonely, and are believed to spend 
their days searching for a friend. 


@ Storm X 

& Moon 

BB Billy Goat’s Blu 

@ Iron Diamonds 
Fogdrops 

© Slice ‘n’ Dice, Splish Slash, 
Pick-Me-Up, and more 


een 


Tyke 


Equipped with both shield and spear, these creatures attack 
anyone who dares approach their forest home. Though their 
spear is short, its head is very sharp, and is to be avoided 


at all costs. 


@ Affinity: Storm % 
Common Sign: Su 
@ Habitat: Golden Grove 
@ Items Dropped: Pies 
Sandwiches 
© Tricks: Smash Hit, Sand Blast, 


Ray of Lig 


Spike Tyke 


‘Though they are very proud of how 
well they know the forest, spike 
tykes are utterly lost as soon as 
they step outside it. 


@ Storm X 

A Sun 

BB Teeheeti 

@ Planetdrops 
Sturdy Shinbones 

© Smoke Bomb, Sabotage, 
Petrifying Poke, and more 


Psych Tyke 


Crazed 
disoriented travelers ever deeper 
into the woods. They are believed 
to be willing to protect the leaf on 
top of their heads with their lives. 


creatures who lure 


@ None 

A Sun 

Wi The Rolling Hills 

@ Poison-Be-Gones 
Cheeseburger 

© Belly Buster, Whirligig, 
Wind Tunnel, and more 


Pike Tyke 


Though these creatures are very 
fond of fishing, it is believed that 
the fish they carry with them is for 
companionship, not consumption. 


@ Water / Storm X 
A Sun 
WE Islands near Autumnia 
@ Nix-Be-Gones 
Jade Marbles 
© Bubble Bath, Siesta Sigh, 
Ray of Life, and more 
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foes without the slightest warning. 


@ Affinity: Fire / Water X 
& Common Sign: Sun 
Wi Habitat: The Shimme 


@ tems Dropped: Creamy Milk 


Sandwiches 


© Tricks: 


Thunderspark 


Turburn 


Generally found on windswept 
plateaus, far away from human 
habitation, these creatures use 
scarves to hide their faces and 
conceal their thoughts. 


@ Fire / Water X 

A Sun 

HB The Genie’s Steps 

@ Iced Coffee 
Baneflowers 

© Hor Huff, Plasma Ball 

Whirligig, and more 


Turbandit 


‘These curious creatures, believed to be born from the wands 
of wizards who perish in the desert, launch fireballs at their 


Fling Flame, Rise and Shine, 


Turban Myth 


These denizens of the Shipwreck 
Shore are able to command flames 
with a grace that is truly something 
to behold. 


@ Fire Y Water X 
A 


wreck Shore 

@ Planetdrops 
Toadstool Sundaes 

© Firewall, Wind Tu 
Hocus Focu: 


and mor 


Turban Legend 


Usually found dwelling in icy 
caverns, these creatures can control 
the weather with ease. Many a 
hapless traveler has met a snowy 
end at their hands. 


@ Water / Fire X 

A Sur 

WH The Glittering Grotto 
@ Bass Bells 

Star Crystals 


ywstorm, Soulshield, 
hower Curtain, and more 


Idler 


Fundamentally lazy creatures. Even their periodic bursts of 
energy do not last very long. 


@ Affnity: Storm X 

& Common Sign: Moon 

WH Habitat: Unknown 

@ Items Dropped: Unknown 

© Tricks: War Cry, Rise and Shine, 


Wild Idler 


Creatures who are fond of striking 
strangers with their clubs. 
Despite this violent habit, they 
are invariably upset when people 
refuse to befriend them. 


@ Storm X 

& Moon 

Hi Unknown 

@ Unknown 

© Rolling Stone, Thunderspark, 
‘Thunderstorm, and more 


All-Seeing Idler 


Creatures who have, through their 
experiences, achieved a form of 
enlightenment that enables them 
to dramatically boost their strength 
when necessary. 


@ Light Y Storm X 

A 

HB Unknown 

@ Unknown 

© Time to Shine, Whirligig, 
Wind Tunnel, and more 


in 


Evil Idler 


Evil creatures, well versed in all 
the darkest arts. No right-thinking 
wizard would ever trust an evil 
idler, as they may be relied upon 
for nothing but duplicity. 


@ Darkness / Storm X 

A Sun 

i Uninown 

@ Unknown 

© Black Blast, Spite, Enlighten, 


and more 


ese S507 


Ming 


Deep Fry 


Old Smoky is infested with these 
troublesome creatures, who are 
unaccountably attached to the 
burning rocks they insist on 
carrying everywhere. 


@ Fire / Water X 

A Star 

Old Smoky 

@ White Bread 
Stardrops 

© Hot Huff, 


Firewall, and more 


Sense, 


Firefry 


Aggressive creatures with a 
permanent ill-natured grin. The 
fire on top of their head burns 
brighter as they get angrier. 


@ Fire Y Water X 
4 Star 
WH Near the Miasma Marshes 
@ Cheeseburgers 
Jade Marbles 
© Spire of Fire, Rockfall, 
Hocus Foous, and more 


@ Affinity: 
‘A Common Sign: 
Habitat: 
@ Items Dropped: 


© Tricks: 


Flash Fry 


Flash fries’ iron masks allow 
them to withstand the hottest and 
brightest of flames, while also 
keeping their identity a secret 
from prying eyes. 


@ Fire Y Water X 

A Sur 

Unknown 

@ Unknown 

© Heat Ray, Belly Buster, 


Time to Shine, and more 


Small Fry 


Mischievous little creatures that reside in the foothills of Old 
Smoky. They like nothing more than playing with fire, much 
to the annoyance of those who have to live alongside them. 


Fire / Water X 

Star 

Near Old Smoky 
Curse-Be-Gones 
Emberstones 

Fling Flame, Pebble Pelt, 


Body Blast 


Turnkey 


Surprisingly vain creatures that 
have been observed combing their 
beard using the teeth of their 
trusty key. 


@ Storm / Water X 

& Moon 

WH Nevermore 

@ Confusion-Be-Gone 
Sprite Dew 

© Blunt, Darkness Beckons, 
Firewall 


Dinkey 


Creatures that are born from the keys of houses that hold 
precious memories. Having a dinkey appear in your house 
in considered an extremely auspicious omen. 


@ Affinity: 

A Common Sign: Moon 

WH Habitat: Unknown 

@ Items Dropped: Sandwiches 
Gnomebeards 

© Tricks: 


Spite 


Storm / Water X 


Sharpener, Dark Cloud, 


Master Key 


These creatures are believed to be 
experts in all things key-related, 
and appear to spend their lives 
looking for more keys to add to 
their collection. 


@ Storm / 

& Moon 

Wi Unknown 

@ Unknown 

@ Bubble Bath, Upsy-Daisy, 


Hailstone, and more 


Don Key 


Many of these creatures are 
believed to have vast fortunes 
locked away, though most have 
long forgotten which key to use 
to access them. 


@ Fire Y Water X 
& Moon 

MH Unknown 

@ Unknown 

© Slash ‘n’ Burn, 


le Dazzle, Twister, 


and more 


a3 


Spitooligan 


Making eye-contact with these 
aggressive beasts usually results 
in having a stone spat at you— 
assuming they don’t choke 
themselves on it first. 


@ Fire Y Water X 

A Sun 

WE Unknown 

@ Poison-Be-Gones 
Firewall Gems 

© Sand Blast, Roly-Poly, 


Firewall, and more 


Spitoo 


Ill-tempered creatures who always carry a stock of seeds to 


spit at those they find irritating. 


@ Affinity: 
& Common Sign: 
@ Habitat: 
@ Stems Dropped: 


Sun 
The Deep Dark 
Cakes 
Sandwiches 


© Tricks: 


Fire / Water X 


Lickety-Spitoo 


These creatures collect bladed 
weapons as a hobby, and can often 
be observed polishing or sharpening 
their hoard. 


@ Fire Y 

A Son 

WH Islands near Autumnia 

@ Blindness-Be~Gone 
Iron Diamond 

© Bubble Bath, Pick-Me-Up, 
Waterspout, and more 


Wood 


Sniper Spitoo 


These creatures are the most 
accurate blowpipe hunters in the 
natural world, and are known to 
douse their darts in a paralyzing 
serum, 


@ Fire Y Water X 
& Sun 
Wl The Giant's Tabletops 
@ Crunchy Carrots 
Pixie Dew 
© Hellitosis, Short Circuit, 


Smoke Bomb, and more 


Automata 


Sentient creatures born from the products of Man's ingenuity. 


Since the creation of the first rudimentary tool, human ingenuity has driven 
civilization onwards, resulting at length in the complex machines we see 
today. That certain of these machines should become sentient, however, 
arose not from human design, but from the life found in all things. 


Despite their mechanical nature, automata have appetites just like every other 
creature, and are known to be fond of soft treats such as flans. 


The Moving Monument 
A guardian of many limbs. 


This large stone statue is to be found in the Temple 
of Trials, an ancient structure that lies to the north 
of the Shimmering Sands. Though it appears to be 
an ordinary monument, there are persistent rumors 
that it moves around during the night. Indeed, many 
wizards-in-training have reported seeing it with its 
eyes ablaze in the darkness, gesticulating silently 
with its four arms. 


Monolith 


@ Affinity: 


WH Habitat: 


© Tricks: 


Megalith 


‘These lively creatures are full of 
curiosity, and simply will not stop 
pestering anyone who visits the 
ruins in which they reside. 


@ Physical Attacks / 

A Star 

WE The Vault of Tears 

@ Stardrops 
Dragonstooth Rings 

© Yoo-hoo, Water Bomb, 
Evil Embrace, and more 


Paleoliths can generate an 
electrical charge by spinning their 
faces at high speed. This circular 
movement also has the effect of 


disorienting their enemies. 


@ Physical 
& Moon 
BB Unknown 

@ Unknown 

© Thunderstorm, 
Daz: 
more 


tacks 


, Upsy-Daisy, 


Usually found in and around abandoned temples, monoliths 
are ancient stone tablets brought to life. Extremely sturdy, 
they turn aside most blows with ease. 


Physical Attacks / 
A Common Sign: Sun 

Near Castaway Cove 
@ Items Dropped: Creamy Milk 
Shadowglass 

Bracer, Petrifying Puff, 
Spite, and more 


‘Though generally passive and 
motionless, out on the battlefield 
these creatures scorch their 
enemies by spouting flames from 
their mouths. 


@ Physical Attacks / 

A Sun 

Bi Unknown 

@ Unknown 

© Blazing Breath, Blunt, Leech, 
and more 


Sprog Cog 


Cog-shaped creatures that are capable of slotting into broken 
machines, bringing them back to life. They are also thought 


to drain their enemies’ spirit. 


@ Affinity: None 

A Common Sign: ‘Twin Sun 
WH Habitat: Teeheeti 
@ ltems Dropped: Sandwiches 


Sprockets 


© Tricks: 


Sand Blast, Blunt 


Hot Cog 


Creatures that create havoc 
by inserting themselves into 
the mechanisms of brand-new 
machines, often causing them to 
burst into flames. 


@ Fire Y Water X 

A Moon 

Unknown 

@ Confusion-Be-Gones 
Moon Crystals 

© Fling Flame, Hocus Focus, 
Firewall, and more 


Supercogductor 


‘Though these creatures would love 
nothing more than to be part of a 
mechanism, their strong electrical 
charge means that no engineer dare 
work with them. 


@ Storm 4 

A Stor 

HH Unknown 

@ Unknown 

© Thunderbolt, Pick-Me-Up, 
Short Circuit, and more 


Cogdenser 


‘These creatures have learned to 
cool down overheating machines 
by throwing snowballs at them, 
and are therefore very useful to 
have around. 


@ Water S Fire X 

A Sun 

W@ The Winter Isles 

@ Sleep-Be-Gones 
Chocolate Bonbons 

© Bracer, Snowstorm, 


Soulshield, and more 


Automata 


Tin-Man 


Composed entirely of metal, these creatures are known for 
the distinctive clanging sound they make when they walk, 
which unfailingly alerts enemies to their presence. 


@ Affinity: 

A Common Sign: Twin Star 

WH Habitat: The Pig Iron Plain 

@ Jtems Dropped: | Confusion-Be~Gones 
Drill Screws 

© Tricks: Yoo-hoo, Sling Stone 


Physical Attacks Storm X 


Tron-Man 


The iron-man’s 
mechanical din means that other 
creatures tend to keep their 
distance. 


persistent 


@ Physical Attacks Storm % 
A Sur 
WE No Longer Mine 
@ Drill Screws 
Raw Steel 
© Short Circuit, Rolling Stone, 
Crosswind, and more 


2, ‘ 
Bok OSA oh 


Extremely strong, steam-powered 
creatures. Once on the charge, they 
are nigh on unstoppable. 


@ Physical Attacks / Storm X 
A Son 
BB Nevermore 
@ Sour Grapes 
Sun Crystals 
© Belly Buster, Rockfall, 
Sharpener, and more 


Bristling with both high-voltage 
electricity and nervous tension, 
these creatures emit cascades of 
sparks whenever they are surprised. 


@ Physical Attacks Storm K 

A Moon 

Unknown 

@ Unknown 

© Thunderstorm, Soulshield, 
Bracer, and more 


@ Affinity: 


Clinketyclank mk. 2 


‘These creatures are blessed with a 
host of functional enhancements, 
including powerful electric limbs. 


@ Storm Y 

A Star 

@ Unknown 

@ Sprockets 
Drill Screws 

@ Short Circuit, See Sense, 
‘Thunderstorm, and more 


Clinketyclank LX 


‘These creatures carry a strong 
electrical charge that can be 
unleashed upon their enemies at 
a moment’s notice. 


@ Storm Y 

A Sur 

WH The Winter Isles 

@ Bass Bells 
Frosty Flans 

© Water Bomb, Water Cannon, 
Geyser, and more 


Automata 


Clinketyclank 


Believed to be born from discarded mechanical toys, these 
metal creatures stomp around in the dead of night, long 
after most wizards have gone to bed. 


Storm / 
& Common Sign: Star 


WB Habitat: ‘The Pig Iron Plain 

@ Items Dropped: Sandwiches 
Sprockets 

© Tricks: Thunderspark, See Stars, 
Plasma Ball 


Clinketyclank DX 


Despite their mechanical 
construction, these creatures have a 
beating heart that’s full of courage. 
The drills mounted on their arms 


are their weapons of choice. 


@ Storm / 

A Star 

Unknown 

@ Unknown 

© Ray Gun, Pick-Me-Up, 
Slash ‘n’ Burn, and more 


spur sommeaig, 


srerrurey 


Big Daddy 


Big daddies are very proud of the 
metal armor that keeps them safe 
from attack. They are less proud 
of the fact that it rusts easily upon 
contact with water. 


@ Storm / Water X 

& Moon 

WH Unknown 

@ Unknown 

© Thunderstorm, See Stars, 
Rockfall, and more 


Grand-Daddy 


The trademark “pipe” in the 

mouth of these mechanical 

creatures is actually an exhaust 

port through which they release 

the gases produced by their inner 

workings. 

@ Storm / Water X 

A Star 

BB Unknown 

@ Unknown 

© Smoke Bomb, Crosswind, 
Mighty Light, and more 


Baddy-Daddy 


Baddy-daddies’ appetite for 
mischief is even greater than 
their appetite for food. Nothing 
makes them happier than a troubled 
expression on a human face. 


@ Fire Y Storm X 

A Star 

@ Unknown 

@ Unknown 

© Sharpener, Ray Gun, 
Sabotage, and more 


Fuddy-Daddy 


@ Affinity: 

A Common Sign: 
@ Habitat: 

@ Items Dropped: 
© Tricks: 


‘Though they are always cajoling everyone around them, it 
would seem that fuddy-daddies are just lonely creatures, 
desperately seeking attention. 


Storm Water X 
Moon 

Unknown 

Unknown 

Yoo-hoo, Razzle Dazzle, 
Plasma Ball 


Srerptureg pur somyeaip, 


> Bashura #<- 


‘The final challenge that awaits those who would prove themselves worthy of the title of 
“sage.” Though it appears to be made of stone, Bashura comes to life when people approach, 
and shows no mercy as it brings its four mighty arms to bear upon them. 


@ Affinity: Fire / Water X © Notable Slashes wildly and 
A Sign: Unknown Attack: continuously with both 
WE Habitat: The Temple of Trials its swords, causing great 
| @ tems Dropped: Spirit of the Temple damage to all enemies in the 
vicinity. 


Be 


=: 


Creatures born from verdant plants. 


Flora are creatures born from grasses, trees, or fruits—any type of plant 
life, in other words. They are therefore mostly found in forests and other 
areas of abundant vegetation. Flora are known to favor treats that are easy 
to eat, such as flans. 


Legendary Beasts 


The Guardian of Old Smoky 


A giant greater than a mountain. 


Legend has it that a gargantuan fire-breathing 
monster prowls the summit of Old Smoky. 
Obtaining accurate information about this 
beast is made difficult by its inhospitable 
habitat—reaching the top of Old Smoky 
involves countless perils, and is not for the 
faint of heart. 


Limberwood 


‘These creatures give off a calming 
fragrance when their flowers are 
in bloom, and are a pleasure to be 
around, No one has ever reported 
seeing one lose its temper. 


@ Storm VY Fire X 

A Str 

WE Unknown 

@ Unknown 

© Healthy Glow, Sickly Spores, 
Rockfall, and more 


Umberwood 


The red leaves of the umberwood 
glow during the evening, instilling 
those who look upon them with a 
feeling of warm well-being. 


@ Storm J Fire X 
A Star 
BB Unknown 
@ Unknown 
© Belly Buster, Healing Rain, 


Stalagmitts, and more 


Wildwood 


‘These creatures have been granted 
the power of a wild, primeval 
forest, and are intrinsically opposed 
to any form of civilization. 


@ Storm / Fire X 

A Star 

WE Unknown 

@ Unknown 

© Crosswind, Earsplitter, 
Yoo-hoo, and more 


Lumberwood 


Despite towering over most wizards, these creatures are 
surprisingly gentle, and adored by nature lovers the world 


No Longer Mine 


Fishburgers 
x Crystals 


Sling Stone, Healing Tear 


= 


eel 


— 


sommeaio, 


tire] par 
: ee 


= 


Sponge Bubbud 


‘The flowers on which sponge 
bubbuds subsist absorb vitality 
from the world around them, and 
are believed to be the source of the 
creatures’ healing powers. 


@ Water Y Fire X 

A Sur 

WE The Pig Iron Plain 

@ Creamy Milk 
Plainsworts 

© Soulshield, Razzle Dazzle, 
Healthy Glow, and more 


@ Affinity: 
A Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Lotus Bubbud 


Creatures who owe their fair 
appearance to the purity of the 
water they drink. Those who 
gaze upon them are said to be 
transported to the spirit realm— 
albeit momentarily. 
@ Water Y Fire X 
A Moon 
BB The Winter Isles 
@ Nix-Be-Gones 

Healing Tear Gems 
© Upsy-Daisy, Bracer, 

Shower Curtain, and more 


Bubbud 


Pretty little creatures with personalities to match. Though 
they are far from strong themselves, they never hesitate 
when it comes to helping a friend in need. 


Water / Fire X 

Star 

Ding Dong Well 

White Bread 

Phoenix Feathers 

Healing Tear, Rise and Shine, 


See Sense 


Tropical Bubbud 


‘The pure red petals that surround 
these creatures captivate those who 
look upon them, and serve as proof 
of the tropical bubbuds’ passion. 


@ Water / Fire X 

A Sun 

Unknown 

@ Unknown 

© Healing Rain, Lease of Life, 
Twinkle Twinkle, and more 


ee 


Green Buncher 


Desert-dwelling creatures, often confused with ordinary fruit 
by hunger-maddened travelers. Take care not to make this 
mistake—they are powerful enemies, and unwilling snacks. 


@ Affinity: Fire X 
A Common Sign: Star 
WB Habitat: The Shimmering Sands 
@ Items Dropped: Babanas 
Salted Ice Cream 
© Tricks: Stalagmitts, Blunt, 


Sand Blast 


Yellow Buncher 


Lazy creatures, generally found 
basking idly in the sun. They have 
been known to become extremely 
aggressive when agitated, however, 
so tread carefully. 


@ Fire X 

A Star 

I The Shipwreck Shore 

@ Babanas 
Creamy Flans 

© Belly Buster, Pebble Pelt, 
Bubble Bath, and more 


Underripe Buncher 


Creatures that move with 
surprising grace and speed. Tactile 
wizards should note that underripe 
bunchers are extremely averse to 


being touched. 


@ Fire X 

& Moon 

WE The Genic’s 

@ Moondrops 
Babana Flans 

© Healing Tear, Sharpener, 
Wallop, and more 


Overripe Buncher 


Powerful yet kind-hearted 
creatures whose willingness to 
take on enemies much bigger and 
stronger than themselves makes 
them excellent allies. 


@ Fire X 

A Moon 

BB Unknown 

@ Unknown 

© Rockfall, Maddening Melody, 
Bowlder, and more 


reatures and Familiars 


ae 


Napcap 


Born from the nutrient-rich soil found under fruit trees, 
these permanently sleepy creatures seem ill-adapted to life 
above ground. 


@ Affinity: 
‘A. Common Sign: 
WB Habitat: 
@ Items Dropped: 


Storm / 
Moon 


Sundaes 

Glowcaps 
© Tricks: 
Razzle D; 


Duncecap 


Creatures whose paleness is 
attributed to their sun-averse 
lifestyle. They only emerge above 
ground to embark on journeys of 
discovery—journeys that rarely 
end well. 


@ Storm Y 


© Healing Rain, Mighty Light, 
Second Wind, and more 


Golden Grove 


Blunt, Sickly Spores, 


Madcap 


Creatures whose enthusiasm has 
led some to question their sanity. 


They are known to squirt spores 
into the air when excited. 


@ Storm / 

& Moon 

BB Billy Goat’s Bluff 

@ Blindness-Be-Gones 
All-Be-Gones 


me to Shine, Firewall, 


{0} 


Nixy, and more 


Nightcap 


‘These creatures can only sleep 
while spraying clouds of spores 
into the air. Ironically enough, 
these spores have a sleep-inducing 
effect on other creatures. 


@ Storm / 

& Moon 

BE Unknown 

@ Unknown 

© Smoke Bomb, Gust Buster, 
Love-Struck, and more 


=e Voltaan 


‘ 


A fiery brute, believed to be the guardian of the volcano known as Old Smoky, The mere 
sight of its colossal, blazing body is enough to put enemies to flight. Its still more terrifying 
roar, meanwhile, causes the earth to crack open and release the red-hot magma beneath. 


@ Affinity: SA Water X © Notable The beast sunders the earth, 
A Sign: Unknown Attack: causing a pillar of fame to 
WH Habitat: Old Smoky rise up and scorch all nearby 
@ Items Dropped: Spirit of the Flame enemies. 


The hearts of some of the humblest organisms that inhabit our world have 
given rise to varied creatures that are almost unrecognizable from their ‘ 
crawling, slithering progenitors. Though they look rather feeble at first 4 
glance, vermes are capable of causing a great deal of damage, being variously t 
blessed with fangs, claws, and stings. They are known to favor treats that ‘a 
look as spectacular as they taste—sundaes, for example. f 


The Great Serpent of the Desert 


An expanse of quicksand ftom which there is no escape... 


Every wizard who travels across the Shimmering Sands has heard the rumors 


concerning a hellish swirl of quicksand somewhere out in the desert, capable 7 
of sucking a man into its depths in mere seconds. All that remains of those ; 

who have been swallowed is a faint, snake- \ 
like trail, known to locals as the “Great ; 
Serpent of the Desert.” 4 


Drone Bumbler 


‘Though they will rouse themselves 
to defend their territory, these 
creatures are mostly to be found 
idling, They are, however, capable 
of flitting about at great speed. 


@ Storm / Fire X 

A Twin Star 

WE The Genie’s Steps 

@ Poison-Be-Gones 
Salted Ice Cream 

© Pick-Me-Up, Whirligig, 
Ray of Light, and more 


Worker Bumbler 


Creatures who spend their days transporting nectar. Their 
poisoned leaves are used to protect their precious cargo from 


any would-be thieves. 


@ Affinity: 
A Common Sign: Sun 
@ Habitat: 

@ lkems Dropped: 


Goldi 


Bumble 


© Tricks: 


Storm / Fire X 


mash Hit 


Poison Pinch, 


Soldier Bumbler 


Soldier bumblers are very adept 
at using their unique leaf swords, 
striking enemies with dazzling 
speed and fearsome accuracy. 


Unknown 


Dice, 
g, Poke, Super S 


and more 


Queen Bumbler 


Shy creatures which spend most of 
their time praying in isolation. The 
object of their prayers is a topic 
of sagely debate, but most assume 
they are pleas for protection. 


@ Storm JS Fire XK 

A Sur 

Unknown 

@ Unknown 

© Ray of Life, L 
Second Wind 


ht Relief, 


id 


more 


Trapper Snapper 


‘These creatures are known to lurk 
in the undergrowth, waiting for 
prey to wander by, before trapping 
them with their enormous hands. 


@ Fire X 

A Star 

Wl The Pig Iron Plain 

@ Poison-Be-Gones 
Rings-a-Bells 

© Roly-Poly, Poison Pinch, 
Crosswind, and more 


Whippersnapper 


‘Though usually found lying motionless at the base of a tree, 
these creatures spring to life in the presence of potential 
prey, and give chase with great vigor. 


@ Affinity; Fire X 
A Common Sign: Star 
Habitat: The Deep Dark Wood 
@ lItems Dropped: | Sundaes 
Booster Shoots 
© Tricks: Bracer, Razzle Dazzle 


Whirligig 


Snaptrap 


Cruel creatures that target those 
who have become disoriented in 
the darkness. Their sharp teeth 
are just as keen as the spikes on 
their hands. 


@ Fire X 
& Moon 
Unknown 
@ Nix-Be-Gones 
Pies on the Bone 
© Phantom Fangs, Heat Ray, 


ine, and more 


Claptrap 


Vicious beasts that enjoy nothing 
more than watching victims squirm 
in their vise-like grasp. 


@ Fire Xx 

A Son 

Wl Billy Goar’s Bluff 

@ Sundrops 
Sour Grapes 

© Sabotage, Healthy Glow, 
Light Fantastic, and more 


Slamander 


These unsightly creatures dwell 
deep within the sludge of the 
Miasma Marshes, jumping out to 
attack hapless travelers when they 
least expect it. 


@ None 
& Moon 
WH Near the Miasma Marshes 
@ Moondrops 
Moon Crystals 
© Hot Huff, Roly-Poly, 


and more 


Pyromander 


Red-faced creatures, equipped with 
sharp horns and a tough carapace. 
The flames they breathe are 
believed to have caused many a 
raging conflagration. 


@ Fire Y Water X 
A Moon 

HE Unknown 

@ Unknown 

© Pyro Puf, 


Wallop, and more 


Phantom Fangs, 


@ Afinity: 


@ Habitat: 
@ Items Dropped: 


© Tricks: 


Petramander 


Green creatures with a distinctive 

tuft of bright red hair. They 

are known for being rather ill- 

tempered, and will turn other 

creatures to stone at the slightest 

provocation. 

@ Fire Y Storm S Water / 
Physical Attacks 

A Star 

BB Unknown 

@ Unknown 

© Crosswind, Twister, 
Petrifying Puff, and more 


Sillymander 


‘Though these creatures try to keep a low profile in the 
wetlands they inhabit, their bright coloring means they are 
easily spotted in the undergrowth. 


Storm XK Physical Attacks X 
‘& Common Sign: Sun 
The Va 


Caramels 


of Tears 


Sun Crystal 
Hellitosis, Sabotage, 


Fling Flame 


Spur somie2ig, 


soungQ.  srerprure, 


@ Waer * 
A Star 
WE The Vault of Tears 
@ Bass Bells 
Star Crystals 


© Hellitosis, Plasma Ball, 


See Stars, and more 


Guns 


@ Affinity: 
A Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Oroboros 


‘The spectacular stripes of these snake-like creatures leave 
onlookers dumbfounded. Even more impressively, their nests 
are also decorated in the same pattern. 


Water X 

Star 

‘The Rolling Hills 
Dumpty Eggs 

Iced Coffee 
Pick-Me-Up, Sand Blast, 
Body Blast 


Chloroboros 


Creatures that persistently chew 
their tails, despite the fact that 
f their bite is highly venomous. 


Obscuroboros 


Fluoroboros 


The stone figures found near These beautiful creatures are 
obscuroboros lairs are often occasionally seen healing their 
mistaken for statues, but they are wounds in the warmth of the sun. 
in fact the petrified remains of 


over-curious wizards. 


@ Darkness / Light X 

A Sun 

WB The Vault of Tears 

@ Poison-Be-~Gones 
Baneflowers 

© Petrifying Puff, Demon’s 
Fury, Darkness Beckons 


@ Light / Darkness % 

& Moon 

Wl Billy Goat's Bluff 

@ Poison-Be-Gones 
Moon Crystals 

© Healthy Glow, Upsy-Daisy, 
Twinkle Twinkle, and more 


Incy 


‘Timid creatures whose lack of a backbone is usually all too 
apparent. When it comes to the crunch, however, they have 


been known to show great tenacity. 


@ Affinity: Fire X 

a Common Sign: Moon 

WH Habitat: Golden Grove 

@ Items Dropped: Crispy Lettuces 
Iced Coffee 

© Tricks: Roly-Poly, Sand 


Pebble Pelt 


Conceited creatures who like 
nothing better than bullying others. 
Pleasingly, their inflated self- 
opinion makes them complacent, 


and has frequently proved their 

undoing. 

@ Fire X 

& Moon 

WE Unknown 

@ Sleep-Be-Gones 
Bubble Pipes 

@ Tricksy. Nixy, See Sense, 
Bubble Bath, and more 


Blast, 


Web Master 


‘These taciturn creatures are 
possessed of an iron will, and will 
fearlessly repel anything that dares 
to attack them. 


@ None 
A Moon 
i Islands near Autumnia 
@ Moondrops 
Fogdrops 
@ Maddening Melody, 


Stalagmitts, Slow 


and more 


Weaver Diva 


Weaver divas are opinionated and 
domineering, and do not care how 
unpopular this makes them. Their 
every move on the battlefield is 
made to garner attention. 


@ None 

& Moon 

@ Unknown 

@ Unknown 

© Healing Rain, Mighty Light, 
Lease of Life, and more 


Small creatures who long for nothing more than a quiet life at 
one with nature. 

Nymphae are extremely elusive, and most non-wizards do not even believe 
that they exist. Once one starts to look, however, they can be found in 


the most unexpected of places. Should you chance to meet one, be sure 
to offer it some cake. 


The Lost Hound 


A legend from the frozen north, 


The people of Yule tell the story of a little boy 
from the village who disappeared while searching 
for his beloved dog. According to the legend, 
the boy became hopelessly lost in an icy 
cavern, and still roams its labyrinthine 
depths to this day, endlessly seeking 
his missing pet. 


@ Affinity: 
& Common Sign: 
WH Habitat: 
@ ltems Dropped: 


© Tricks: 


Sea Naiad 


Sea naiads make their homes in 
coastal caves, where they can often 
be found using magical stones to 
cleanse and purify their bodies. 


@ None 

A Sun 

WH The Shipwreck Shore 

@ Fishburgers 
Gustplumes 

© Rise and Shine, Sickly Spores, 
Healing Rain, and more 


Lesser Spotted Naiad 


Creatures said to hail from an 
unspoiled island paradise blessed 
with bountiful crops of juicy fruits 
and berries. It is little wonder they 
are rarely seen in the world of men. 


@ None 

A Sun 

BB Unknown 

@ Confusion-Be-Gones 
Cappuccinos 

© Light of Life, 
Shower Curtain, Light Relief, 


and more 


None 
Sun 

Islands South of the Summerlands 
Poison-Be-Gones 

Springwater 

Healing Tear, See Stars, 

Blunt 


Lagoon Naiad 


‘These tiny creatures derive their healing powers from the 
magical stones they carry, The stones themselves are said 
to disappear when their owners die. 


Greater Naiad 


Creatures whose tiny bodies glow 
with a divine radiance. They are 
known to carry magic stones with 
the power to heal even the most 
grievous wounds. 


@ None 
& Sun 
Unknown 
@ Unknown 
© Upsy-Daisy, 
Rock-a-Bye Baby, 
Twinkle Twinkle, and more 


(CeestiresandVarriliars 


Beachhead 


Mischievous creatures who like 
nothing better than to give nearby 
fishermen a gentle electric shock. 


@ Storm Y 

A Star 

WH Islands Northwest of the 
Summerland 


@ Poison-Be-Gones 
Gustplumes 


© Enlighten, Plasma Ball, 
Upsy-Daisy, and more 


Fountainhead 


Fountainheads are very fond 
of swimming, and do so with a 
grace and speed that are unmatched 


anywhere in the ocean. 


@ Storm % 

A Star 

wth 
Isles 

@ Confusion-Be-Gones 
Milk Chocolate 

© Thunderbolt, Waterspout 
Polar Puff, and more 


@ Affinity: 
‘A Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Sea North of the Winter 


Thunderhead 


It is claimed that these creatures 
bring storms with them wherever 
they go. Alternatively and more 
plausibly, they may simply prefer 
going out on stormy days. 


@ Storm Y 

A Star 

BE Unknown 

@ Pixie Dew 
Sun Crystals 

© Thunderstorm, Short Circuit, 
Pick-Me-Up, and more 


Airhead 


‘These creatures are noted for the crackling lightning clouds 
attached to their heads. The sparks they produce invariably 
thwart their attempts to conceal themselves from foes. 


Storm / 
Twin Star 
Islands South of the Summerlands 
Yogurt 
Through Pies 
Thunderspark, Whirligig, 


Healing Tear 


Sprout Sprite 


Flower buds grow from the heads 

of these creatures as they get older, 

becoming quite a burden in later 

life. Should you see one looking 

down, it is probably resting its 

neck. 

@ Light V Fire X 

A Moon 

Unknown 

@ Planetdrops 
Snowflakes 

© Bubble Bath, R: 
Healing Rain, 


Seed Sprite 


Though born from thorny flowers, the disposition of these 
creatures is anything but prickly. In battle, they support their 
companions with all manner of strange powers. 


@ Affinity: 
A Common Sign: Star 
WH Habitat: 


Islands N 


Light / Fire X 


th of 


Sweetpea Sprite 


With the buds atop their heads 
already in bloom, sweetpea sprites 
are always full of joy, drawing 
energy and inspiration from the 
world around them. 


er Cannon, 


Summerlands 


Sugarplum Sprite 


Sugarplum sprites grow fruits on 
their heads that are said to contain 
their very souls, Indeed, they are 
unable to live without them. 


@ Light V Fire X 
A Sor 

BU» 
@ Unknown 


© Snowblower, Aurora Curealis, 


n 


Polar Puff, and more 


srerpyureg pur someaiy, 


@ Jtems Dropped: Sleep-Be-Gones 
Slumbernot Leaves 
© Tricks: Drowsy Drops, Water Bomb, 


Healing Tear 


Tokotoko 


igh ‘The sweet lullabies of the tokotoko 
: can send even the wariest of 
enemies to sleep. A wizard must 
take great care when approaching 
these seemingly harmless creatures. 


@ None 
A Moon 
Wl Billy Goat’s Bluff 
@ Moondrops 
Pixie Dew 
© Rock-a-Bye Baby, 
Splish Slash, Sabotage, 
and more 


@ Afinity: None 


A Common Sign: Star 

@ Habitat: Islands North 

@ tems Dropped: Creamy Milk 
Cappuccinos 

© Tricks: Razzle Da 


| BR 


Toko 


‘These artless creatures are born in forests that teem with 
life. Their ability to briefly blind their foes goes some way 
to make up for their total lack of battlefield nous. 


Healing Tear, 


Tokotocold 


‘Though they look and feel like 
pliant lumps of dough, these 
creatures have been known to 
unleash some truly devastating 
ice-based attacks. 


@ Light Y Darkness X 

& Moon 

WE Unknown 

@ Unknown 

© Snowblower, Rolling Stone, 
Healing Rain, and more 


of the Summerlands 


Blunt, 
and more 


Docotoko 


Do not be fooled by the docotoko’s 
gormless appearance. They can 
perform a dance that brings a 
fallen ally back to life—a rare 
and wonderful talent. 


@ Darkness / Light X 

A Son 

Unknown 

@ Unknown 

© Upsy-Daisy, Pick-Me-Up, 
Hocus Focus, and more 


Jackpotty 


‘Though generally calm, jackpotties 
have been known to shoot jets of 
water at passersby whom they 
consider to be a threat. 


@ Water VY Fire X 

A Moon 

WH The Sea North of the 
Summerlands 

@ Sleep-Be-Gones 
Shadowglass 

© Waterspout, Evil Embrace, 
Darkness Beckons, and more 


Crackpot 


‘The unsteadiness of these creatures 
can be attributed to the wine that 
ferments in their stomachs. They 
are often seen sipping it when they 
think no one is looking. 


@ None 
A Sur 
BE Unknown 
@ Glowshrimps 
Iron Diamonds 
Stars, Pick-Me-Ur 


and more 


Leech, 


These creatures are 
crockery. They attack 
water from their capa 


Hotpot 


As a result of a popular myth 
which says these creatures bring 
rain with them wherever they go, 
hotpots are considered lucky by 
those who farm in arid areas, 


@ None 

& Sun 

HB Unknown 

@ Uninown 

© Spire of Fire, Hocus Focus, 


Firewall, and more 


Potty 


born from lovingly made pieces of 
their enemies by spraying them with 
icious bellies. 


@ Affinity: Water SY Fire X 

& Common Sign: Moon 

BH Habitat: ‘The Sea Southeast of the 
Summerlands 

@ ‘Items Dropped: Blindness-Be~Gones 
Bass Bells 

© Tricks: sh, Spite, 


Demon's 


Fury 


se SoS Se 


RTRhgss 


= Cerboreas #=-- 


‘ 


The loyal hound of the Wizard King. Cerboreas is famed both for its mastery of ice magic, 
and its preternatural fleetness of foot. Its overwhelming physical power, meanwhile, goes 
almost unremarked. Only the most foolhardy of wizards would willingly face such a foe. 


@ Affinity: Water / Fire X © Notable The great hound calls forth 
A Sign: Unknown Attack: a blizzard that assails every 
WH Habitat: The Glittering Grotto enemy on the battlefield. 


@ Items Dropped: Spirit of the Snow 


Dracones 


dawn of time. 


‘The proud creatures of the dracones genus have endured for millennia as a 
result of their extraordinary resilience. They are blessed with sharp fangs, long 
talons, and broad wings—all of which can be brought to bear during battle. 
Still more impressively, many are equally comfortable on land and in the air. 


Should one wish to befriend such a creature, a gift of hard, chewy treats, such 
as chocolate, might help to break the ice. 


Legendary Beasts 


See fey 


The Wonder of the Water 


The giant beast of the 
miasma marshes. 


‘The sinister area of wetland known as the SESS 
Miasma Marshes is said to be home to a “ 
monster so large that it is often mistaken for 

a mass of land. Reports speak of two heads === 
appearing to rise from the water, flanking a 
gargantuan “island” that was not there a moment 
before... 


Wizards are reminded not to approach any novel islets they encounter while 
abroad upon the marshes. Indeed, they are strongly advised to do the opposite— 
and with all possible haste. 


wozot Se 


Messy Plessie 


Mischievous creatures, full of 
curiosity. It is said that when 
they straighten their backs to look 
around, they are searching for the 
victim of their next practical joke. 


@ Water / Fire X 
A Sun 

MB The Winter Isles 
@ Caramels 


Gustplumes 
© Bubble Bath, Razzle Dazzle, 


Phantom Fangs, and more 


based attacks, 


@ Affnity: 
A Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Stressy Plessie 


‘Though they are generally very 
sweet-natured creatures, stressy 
plessies become utterly incorrigible 
when angered, causing rivers to 
flood with their relentless rage. 


@ Water / Fire X 

& Moon 

HB Unknown 

@ Bubble Pipes 
Snowdrop Banbons 

© Witerspout, Twister, 
Water Cannon, and more 


Curse 
Wetstones 


Splish Slash, Body Blast 


Plessie 


Sea dragons whose fondness for humans often leads them 
onto dry land. Though they tend to struggle in hot weather, 
even weakened plessies can cause trouble with their water- 


Water / Fire X 
Moon 


North of Autumnia 


Gones 


Blessy Plessie 


Creatures whose golden aura and 
pious solemnity has prompted some 
to call them the “divine denizens 
of the deep.” 


@ Water Y Fi 
& Moon 

BH Unknown 
. 2 
© Hot Huff, Rock-a~Bye Baby, 


Heat Ray, and more 


nknown 


Naja 


Subterranean creatures that slither around on their smooth 
bellies. They are known to attack their prey both by using 
their venomous fangs and by coiling themselves around them. 


@ Affinity: Storm 
A Common Sign: ‘Twin Sun 
WB Habitat: Ding Dong Well 
@ Items Dropped: Fans 
Springwater 
© Tricks: Hellitosis, Sabotage, 


Body Blast 


Najalisk 


Creatures that prefer to build 
their nests in ancient ruins. Their 
petrifying breath is rightly feared 
by traveling wizards the world over. 


@ Storm X 

A Moon 

WB The Vault of Tears 

@ Strong Coffee 
Cheeseburgers 

© Petrifying Puff, Splish Slash, 
Crosswind, and more 


Mahanaja 


‘The white pattern on the backs of 
these reptilian creatures is said to 
be an auspicious symbol. Indeed, 
some believe mahanaja to be agents 
of the gods themselves. 


@ Storm X 

A Moon 

Unknown 

@ Unknown 

© Snowball, Snowblower, 
Soulshield, and more 


Najapatra 


Though very vain, these creatures 
are actually rather reluctant to 
show themselves. Those lucky 
enough to lay eyes on their unique 
patterning are utterly captivated. 


@ Storm / 

A Moon 

WH The Vault of Tears 

@ Moondrops 
Stone-Be-Gones 

© Wind Tunnel, Pick-Me-Up, 
Maddening Melody, and more 


- srer] 


3 
se SoS Sasi 


[rurey pur samieas., 


Teeny Bopper 


Small creatures that have evolved great climbing abilities, 
and are often found sleeping in the branches of tall trees. 
On the ground, they are wont to kick sand at those who 


disturb them. 


© Afinity: 
fae Canmor Sie: | Sun 
WE Habitat: 


© Tricks: 


Storm X 


The Deep Dark Wood 
@ Items Dropped: White Bread 
Springwater 

Sand Blast, See Stars, 
‘Thunderspark 


Big Bopper 


‘These creatures periodically leave 
their forest homes in search of 
water in which to bathe. Should 
they meet an enemy on the way, 
they strike it with dizzying speed. 


@ Storm X 
A Sun 
I The Shipwreck Shore 
@ Sundrops 
Slumbernot Leaves 
© Blunt, Hellitosis, 
Petrifying Puff, and more 


Biko 


Duck-Billed Bopper 


Rare creatures with green torsos 
and rigid white crests. Only 
recently discovered, much is still 
unknown about them. 


@ None 

A Sur 

WH The Giant’s Tabletops 

@ Fishburgers 
Cheeseburgers 

© Crosswind, 
Maddening Melody, 


Wind Tunnel, and more 


Unibopper 


Wizards wishing to catch a glimpse 
of these rare single-horned boppers 
are advised to seek them in 
freshwater lakes, as they are said 
to be keen swimmers. 


@ Water V Fire X 

A Sur 

Unknown 

@ Uninown 

© Belly Buster, Evil Embrace, 
Ill Wind, and more 


Destroceros 


Blessed with fists capable of 
smashing boulders, and an excess of 
animal aggression, these creatures 
can truly be said to belong on the 
battlefield. 


@ None 

A Star 

Unknown 

@ Unknown 

© Earsplitter, Enlighten, 
Belly Buster, and more 


WH Habitat: 


© Tricks: 


Demoliceros 


In battle, these savage creatures 
bring their distinctively shaped 
horns to bear upon their foes, 
causing them untold pain and 
suffering, 


@ Fire Y Water X 
A Star 


© Slash ‘n’ Burn, Yoo-hoo, 
Spire of Fire, and more 


@ Affnity: None 

& Common Sign: Star 

‘The Genie’s 
@ tems Dropped: Sturdy Shinbones 

Pixie Dew 

Rolling Stone, War Cry, 


Sling Stone 


Dracones 


Dinoceros 


‘These uncommonly strong creatures can lift the heaviest of 
objects with ease, and are notable for the lengths to which 
they will go in order to help their companions. 


eps 


Catastroceros 


Warlike creatures whose immense 
physical strength makes them nigh 
on unstoppable. They are known 
to pound their enemies until they 
are nothing but dust. 


@ Water / Fire X 


@ Unknown 
© Maddening Melody, 
Wind Tunnel, Healthy Glow, 


and more 


ars 


Rea 
Familia 


reatures 


C 


Flapdragon 


Though they are able to fly for 
short periods using their ears as 
wings, flapdragons are commonly 
to be seen fleeing the battlefield 
on foot—speedily, it must be said. 


@ Darkness / Light X 
A Star 

Wi Unknown 

@ Unknown 

© Time to Shine, Spite 
Dark Cloud, and more 


Scrapdragon 


‘Though their appearance makes 
them seem somewhat evil, nothing 
could be further from the truth, 
Ruffling a scrapdragon’s mane is 
a uniquely satisfying experience. 


@ Darkness / 

& Moon 

Unknown 

@ Unknown 

© Darkness Beckons, War Cry, 
Black Blast, and more 


Napdragon 


Much-loved creatures who owe 
their popularity to their charming 
appearance. Though they seem to 
be sleeping all the time, they are 
in fact mostly awake and alert, 


@ Light Y 


© Twinkle Twinkle, 
Light Fa 


Mighty Light, and more 


ast 


Sapdragon 


Sapdragons are notable for their wing-like ears and tiny 
fangs. They are generally thought to be gentle souls that 
are not especially fond of fighting. 


tS Darkness K 


Unknown 


Unknown 


Dice, Rise and Shine, 


Healing Rain 


Dragette 


Dragettes have adopted a pastel skin 
tone in an attempt to become even 
more adorable. Though they look 
meek, they are in fact extremely 
spirited and despise losing. 


@ Fire Y Water X 
A Sun 

BE Unknown 

@ Unknown 

© Crosswind and more 


Draggle 


Domesticated creatures who are incapable of fending for 
themselves. Their adorable round eyes seem tailor-made for 
the task of extracting human affection. 


@ Affinity: Fire / Water X 


A Common Sign: Sun 
@ Habitat: Unknown 
@ Jems Dropped: Unknown 


© Tricks: Phantom Fangs, Whirligig, 


Hot Huff 


Dragamuffin 


Having finally realized their own 
strength, these creatures make for 
determined fighters. Even other 
members of the dracones genus 
are impressed by their steely gaze. 


@ hire 

& Sun 
Unknown 

@ Unknown 

© Pyro Puff, Earsp 


War Cry, and more 


Bedraggle 


These creatures have become so 
reliant on humans that they now 
spend most of their time sleeping. 
‘Though they possess great power, 
they rarely make use of it. 


@ Darkness / 
A Sun 


sat 


‘Mysterious creatures about whom very little is known, 


‘No one knows where these creatures came from or what type of life force 
spawned them. Indeed, one of the few things that is known about them is 
their fondness for cake. 


Legendary Beasts 


The Blood-Red Enigma 


A curious creature from the 
northwest. 


Many traveling wizards have reported seeing 
a mysterious crimson-colored creature in the 
northwestern part of the Summerlands, It is said to 
be a horned beast, with a long body and two wide 
wings. This picture was drawn by a village boy who 
claims to have seen the creature. The boy went 
on to say that the beast burned his hand when he 
attempted to touch it. 


A Child’s Rendering 
of the “Beast” 


Grandsun 


‘The flames that surround these 
creatures indicate their mood. It 
is best to avoid them when they 
are blazing brightly and wait for 
the flames to die down. 


@ Fire Y Water X 

A Twin Sun 

I The Genie’s Steps 

@ Sundrops 
Drakestones 

© Spire of Fire, Crosswind, 
and more 


Wayward Sun 


‘These creatures have developed a 
mastery of water but have lost their 
affinity for fire in the process. 
Their pale glow is beautiful in 
the night sky. 


@ Water V Fire X 
& Moon 

WE Miasma Marshes 
@ Drakestones 


S 


the sand around them, 
hot for travelers. 


@ Affnity: 
‘& Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Ignore agitated godsuns at your 
peril, since their temperature 
increases when they are left 
alone. The columns of fire they 
subsequently unleash can melt 
steel. 


@ Fire / Water X 

A Son 

Wi Unknown 

@ Uninown 

© Heat Ray, Hocus Focus, 
Belly Buster, and more 


unshine 


Creatures who float like suns in the desert sky, attacking 
their enemies with fire. They are also known to heat up 


, making it even more uncomfortably 


Fire / Water X 
Twin Sun 

‘The Shimmering Sands 
White Bread 


Emberstones 


Razzle Dazzle 


ase Soh dsr 


@ Affinity: 
A Common Sign: 
WH Habitat: 

@ Items Dropped: 


© Tricks: 


Pond Pom 


‘These transparent creatures lurk 
in pools of clear water, paddling 
up to their prey unnoticed before 
skewering them with their sharp 
fangs. 


@ Water / Physical Attacks / 
Fire X 

A Moon 

WH The Winter Isles 

@ Poison-Be-Gones 
Planet Crystals 

@ Sabotage, Water Bomb, 

Whirly Whirlies, and more 


Pompeii 


@ Fire VY Physical Attacks / 
Water X 

A Son 

I The Sea Northwest of the 
Summerlands 

@ Sundrops 

Toadstool Sundaes 

© Blazing Breath, Bubble Bath, 
Crosswind, and more 


Pom Pom 


Fun-loving creatures who breathe 
fire and ash when they laugh. The 
size of the flame they produce is an 
indicator of how amused they are. 


‘These creatures, born from forest swamps, are known to 
hide among the trees, waiting for suitable prey to wander by. 


Physical Attacks / Fire X 
Moon 
Iden Grove 
Supple Leather 
Springwater 
Hellitosis, Whirligig, 


Siesta Sigh 


Pomagranite 


Known for their unsettling smiles, 
pomagranites turn creatures that 
they like into lumps of stone and 
take them back to their families 
as trophies. 


@ Physical Attacks / Fire X 

A Star 

Unknown 

@ Unknown 

© Petrifying Puff, Evil Embrace, 
Darkness Beckons, and more 


@ Affinity: Storm \/ Physical Attacks X 
& Common Sign: Star 
Habitat: The Sea Southeast of the 
Summe 
@ Items Dropped: Sleep-Be-Gones 
Ruby Ripple Ice Cream 
© Tricks: Rock-a-Bye Baby, Healing Tear, 


Kipper 


Kippers are notable for their fish-like heads, and for their 
habit of sleeping whenever it is rainy, windy, or stormy. 
Indeed, it is quite a rarity to see one that is awake. 


Thunderspark, and more 


Red Napper 


‘These creatures are capable of 
fighting skillfully while apparently 
asleep, leading some to believe that 
they are actually awake the whole 
time, 


@ Fire VY Physical Attacks X 
A Star 
@ Unknown 
@ Creamy Milk 
Snow-White Ice Cream 
@ Healing Rain, Love-Struck, 
Upsy-Daisy, and more 


Sweet Bream 


Though it is said that these 
creatures can use their fins to 
swim, this is unconfirmed due to 
the fact that no one has ever seen 
one awake. 


@ Water Y Fire X 
Physical Attacks 

4 Star 

Wl ‘The Sea North of the 
Summerlands 

@ Glowshrimps 
Cappuccinos 

© But 


Healthy Glow, and more 


Bath, Light Relief, 


Siestar Fish 


Creatures that sport a permanently 
sleepy expression. Their 
charmingly helpless demeanor 
makes them popular with children. 


@ None 

A Star 

Unknown 

@ Planetdrops 
Patty Cakes 

© Shower Curtain, 
Mighty Light, Slow Poke, 
and more 


Shonky-Honker 


‘These charming creatures, whom some believe are born 
from the hearts of music lovers, communicate via a series 
of staccato parps from their shiny brass beaks. 


@ Affinity: None 

‘A Common Sign: Star 

@ Habitat: Near Castaway Cove 

@ Jtems Dropped: Sandwiches 
Stardrops 

© Tricks: Body B 


Demon’s Fury 


Drowsy Drops, 


Sharper-Parper 


Creatures whose aptitude for 
music is without parallel in the 
natural world. This talent makes 
sharper-parpers very popular in 
human communities. 


@ None 

A Star 

WH Miasma Marshes 

@ Planetdrops 
Planet Crystals 

© Yoo-hoo, Puri 
Tricksy Nixy, and more 


Trumpy-Pumper 


Creatures with two additional brass 
horns that allow them to create 
music with greater harmonic 
complexity. They are also triply 
loud, of course. 


Honky-Tonker 


‘These creatures grow ruffs that are 
in fact pianos, allowing them to 
play complicated harmonic pieces 
without accompaniment. 


@ None 
A Star 
BB Unknown 
@ Unknown 


and more 


Hullaballoon 


Creatures who are born and raised inside balloons, giving 
them the ability to ride the six winds and soar through 
the skies. 
@ Affnity: Storm / 
& Common Sign: Moon 
WH Habitat: Old Smoky 
@ Items Dropped: Crispy Lettuces 
Moondrops 
© Tricks: Gust Buster, Blunt, 
Sling Stone 


srerprureg pur someaig, 


Balloonatic 


Creatures who have developed 
thicker, tougher balloons. Though 
they are able to fly through heavy 
rain as a result, they still require 
a favorable wind. 


@ Storm Y 

& Moon 

WB No Longer Mine 

@ Caramels 
Pixie Dew 

© Whirly Whirlies, Body Blast, 
Rockfall, and more 


Hot-Air Balloonatic 


‘These creatures have propellers on 
their tails that allow them to fly 
under their own steam, meaning 
they no longer have to rely on 
the wind. 


@ fir Y 
& Moon 
BH Unknown 
@ Unknown 
© Heat Ray 
Ray Gi 


Hocus Focus, 


, and more 


Water Balloonatic 


Creatures with a specially adapted 
balloon that allows them to dive 
underwater. The outer membrane 
is as strong as steel, and is able 
to withstand great water pressure. 


@ Water / 

& Moon 

@ Unknown 

@ Unknown 

© Snowblower, Bracer, 
Water Cannon, and more 


iv 


Mit 
cso Gat 


Umbralynx 


‘These creatures absorb people’s 
strength through their shadows, and 
their inky, slinky bodies allow them 
to blend effortlessly into the night. 


@ Light / Darkness X 

& Moon 

WE Unknown 

@ Unknown 

© Healthy Glow, 
Rise and Shine, Crosswind, 
and more 


Astralynx 


Astralynx have the ability to 
draw power from the night sky 
and unleash it upon an enemy. The 
resulting blast of energy looks just 
like a shooting star. 


@ lik Y 

& Moon 

BE Unknown 

@ Unknown 

© Twinkle Twinkle 
Upsy-Daisy, Lease of Life 


and more 


@ Affinity: 
& Common Sign: 
@ Habitat: 
@ Items Dropped: 


© Tricks: 


Both the light of morning and 
the dark of night are present in 
these creatures. The two elements 
produce a powerful explosive 
reaction when combined. 


@ Ligh Y 
& Moon 


of Life, Mighty Light, 


wer Curtain, and more 


Auroralynx 


Auroralynx appear on quiet evenings, leaving a glimmer of 
spectral light in their wake. Many a traveling wizard has 
been transfixed by their ethereal beauty. 


SY Darkness X 


Moon 
Billy Goat's Bluff 


es 
wood 


fying Pulse, Healing Tear, 


Daemonia 


Ghastly creatures born in the heart of darkness. 


Daemonia are fearsome creatures, of uncertain origin. While sagely scholars 
agree that they cannot be of this world, they can say little else with any 
certainty—save that they are partial to sundaes. Indeed, they can occasionally 
be seen scoffing them in the shadows. 


Legendary Beasts 


—— 12 — 


Lights that Glow in 
Darkest Night 


What was it that was seen in 
the mirror...? 


Rumors are circulating in Autumnia about a priest who 
disappeared on an island to the north of the continent. 
He was last seen on the evening of the new moon, 
standing in front of a mirror with a candle in his hand. 
‘Those who saw him that night claim that though he only 
held one candle, countless flames were reflected in the 
mirror, as well as a set of eyes and a grinning mouth... 


Ice Queen 


Said to prey upon injured travelers, 
dragging them into the shadows 
and feasting on what remains of 
their vitality. 


@ Water V Fire X 
& Moon 
I The Glittering Grotto 
@ Fluffy Rice 
Fairy Chocolate 
© Darkness Beckons, Enlighten, 


Snowblower, and more 


Eldritch Empress 


Creatures who dwell in the 
darkness and creep up on their 
prey unnoticed, slicing them open 
with cruel blades concealed in their 
robes. 


@ None 

A Sun 

BB Nevermore 

@ Poison-Be-Gones 
Crownberries 

© Poison Pinch, Polar Puff, 
Ill Wind, and more 


Ice Maiden 


Ice maidens are generally found wandering aimlessly around 
snowy plains. The mirrors which adorn their robes are said 
to show the face of the person one most detests, though this 


is almost certainly hearsay. 
@ Affinity: 
A Common Sign: 
WE Habitat: 
@ Items Dropped: 


‘Twin Moon 


© Tricks: 
Dark Cloud 


Water / Fire K 


The Winter Isles 
Snow Radishes 
Blizzard Blooms 


Snowball, Evil Embrace, 


Sinister Sovereign 


Haughty creatures who sneer at 
even the most powerful adversaries, 
Sinister sovereigns have never been 
known to show any mercy on the 
battlefield. 


@ None 

A Sun 

HH Unknown 

@ Unknown 

© Hot Huff, Ray Gun, 
Black Blast, and more 


Sunshade 


The spike upon the head of 
each sunshade is not merely 
decorative—the beast behind the 
veil knows only too well how to 
use it. 


@ None 

A 

I The Tombstone Trail 

@ Confusion-Be-Gones 
Phoenix Feathers 

© See Stars, Poison Pinch, 
Stalagmitts, and more 


n 


Starshade 


Attention-loving creatures, easily 
recognizable due to the stars on 
their heads. Their fondness for the 
limelight has not yet led any of 
them to show their faces, however. 


BE Unknown 
@ Unknown 


Crosswind, and more 


Nightshade 


Creatures whose fixation with 
glamor has caused them to lose 
sight of who they really are. 
Nightshades themselves do not 
believe this to be the case, of 
course. 


@ None 

& Moon 

HE Unknown 

@ Unknown 

© Time to Shine, 
Rock 
Demon’s Fury, and more 


ye Baby, 


Lightshade 


‘These shy creatures always cover their faces with a veil. 
‘They like to wait for their prey in the darkness, pouncing 
‘on them with an unexpected and sinister strength. 


@ Afinity: None 
& Common Sign: Moon 
WH Habitat: ‘The Shimmering Sands 
@ Items Dropped: Yogurt 
Sweetie Pies 
© Tricks: Spite, Sand Blast, 


Darkness Beckons 


jars 


Famili 


reaturt 


Cc 


Shrimpaler 


Creatures said to be born from the weapons of evildoers. 
Shrimpalers have an irritating habit of sticking their tridents 
into anything and anyone that seems unfamiliar. 


@ Affinity: Storm X 

& Common Sign: Moon 

Wi Habitat: Old Smoky 

@ Items Dropped: Cakes 
Planetdrops 

© Tricks: Smash Hit, Blunt, 


Ray of Light 


Impaler 


Impalers are believed to bring bad 
luck in their wake, and villagers 
lock their doors whenever one 


approaches. 


@ Storm * 

A Star 

Ml The Sea North of Autumnia 
@ Nix-Be-Gones 


Drill Screws 


g Flame, Hot Hi 
Petrifying Poke, and more 


Tee 


Grimpaler 


Grimpalers’ wings stain the very 
air black, making the accursed 
regions in which they live seem 
still more ominous. Be wary—they 
attack passersby on sight. 


@ Darkness / Storm X 
Water X 

A Moon 

WB Nevermore 

@ Moondrops 
Planet Crystals 

© lw 


Leech, and more 


ind, Darkness Beckons, 


Hymnpaler 


These righteous creatures only 
fight alongside those who seek 
justice, and are known for the 
dazzling white light which shines 
from their wings. 


@ Light V Physical Attacks % 

a 

MI Unknown 

@ Unknown 

© Light Relief, Healing Tear, 
Twinkle Twinkle, and more 


Relixx 


‘These creatures use their large ears as wings to fly through 
the sky. Though much is still unknown about relixx, sages 
agree that they are foes to be avoided at all costs. 


@ Affinity: None 

A Common Sign: Star 

WH Habitat: Unknown 

@ Items Dropped: Unknown 

© Tricks: Water Bomb, Whirligig, 


Razzle Dazzle 


Electrixx 


Creatures capable of summoning 
storms to smite their enemies. 
‘Though they are believed to train 
rigorously every day, no one has 
ever actually seen them doing so. 


@ None 

A Star 

i Unknown 

@ Unknown 

© Plasma Ball, Generator, 
Mighty Light, and more 


Medixx 


These elegant creatures seem to 
dance through the air. ‘Though 
their faces never betray any 
emotion, they will always come 
to the aid of an injured companion. 


@ Darkness / 

A Star 

HB Unknown 

@ Unknown 

© Healing Rain, Water Cannon, 
Shower Curtain, and more 


Angelixx 


Foes are transfixed by the general 
magnificence of these creatures, 
making their devastating wind 
spells all the more unexpected. 


@ LigtlY 


Twinkle Twinkle, and more 


2 


Boggly-Boo 


‘Though these creatures are not considered to be evil, they 
do have a childlike love of mischief. Their favorite trick is 
creeping up behind travelers and flicking their ears. 


{ @ Affinity: 
j g & Common Sign: 
cs WB Habitat: 


@ Items Dropped: 


‘ami. 


© Tricks: 


(Ceestirenand Fs 


" Deematia, 


Bigger-Boggle 


Playful creatures that 


at hide-and-seek. Their flexible 


Storm X 

Sun 

Near Old Smoky 
Flaffy Rice 


Sandwiches 


Thunderspark 


Hoggle-Boggle 


‘These creatures strike enemies 
with their long, sharp claws before 


are very good 


bodies can be squeezed into the slipping away to safety. The speed 
tiniest of crevices, making them with which they hit and run makes 
almost impossible to find. them very tricky customers. 
@ Storm ¥ @ Darkness / Storm X 
A Sun Light X 
HE Unknown A Son 
@ Blindness-Be-Gones BE Nevermore 
Pixie Dew @ Unknown 
© Plasma Ball, Hot Huff, © Thunderstorm, Ill Wind, 
Crosswind, and more Heat Ray, and more 


oy i 
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Moggle-Boggle 


These cat-like creatures have a 
habit of thrusting their paws at 
any human they see. Feline fanciers 
claim this to be evidence that they 
enjoy human contact... 


@ Storm X 

A Sun 

WB Unknown 

@ Unknown 

© Thunderbolt, Healing Rain, 
Mighty Light, and more 


‘Tragic beasts to whom death did not allow the escape they 
so craved, 


Most wizards fail to notice the presence of mortui until they are standing 
right next to them. This is only natural, of course—having been condemned 
to wander this world for eternity, they have become very adept at passing 
by unnoticed. Should you happen to spot one, resist the urge to scream, 
and offer it some cake. 


The Great Ghost Ship 


What awaits after a life on the ocean wave? 


“A group of night fishermen were casting their nets in the moonlight when, 
all of a sudden, a great darkness fell upon them. When they turned around 
to see what was blocking the moon, they 
spied an enormous battleship—one they had 
not seen approaching, despite its great size. 
Without any warning, the galleon opened fire 
on the fishermen and sank their boat, before 
fading back into the gloom as silently as it 
had come...” 


—Extract from a coastguard’s report. 


Jars 


# i e Boo-Bougie 
i: 
Fen Bou-bougies like nothing more than 
bi 3 to sneak up on lost travelers at 
i, 


night, and give them a frightful 
shock. They can often be heard 
cackling as their hapless victims 
flee. 


@ None 

& Moon 

WE Unknown 

@ Unknown 

© Darkness Beckons, Hot Huff, 
Dark Cloud, and more 


tie sees 
reatures | 
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Bougie-Woogie 


Bougie-woogies are believed to host 
lavish nighttime gatherings that 
are so secretive, no witnesses are 


allowed to leave alive. 


@ Darkness / Light X 
& Moon 
B Mie 


ma Marshes 


@ Iron Diamonds 


Whirly Whitlies, 
Light Fantastic, and more 


@ Affinity: 
A Common Sign: 
@ Habitat: 
@ tems Dropped: 


© Tricks: 


‘Though generally found floating around in a manner not 
dissimilar to human souls, these creatures are also capable 
of disguising themselves as candles. 


Bougieman 


It is believed that extinguishing 
the light on a bougieman’s tail 
brings misfortune to the kingdom 
it calls home. 


@ Darkness J Light X 
& Moon 
WE Nevermore 
@ Pixie Dew 
Moon Crystals 
© Black Blast, Time to Shine, 


Leech, and more 


Bougie 


None 

Moon 

Ghostly Gorge 
Moondrops Hy 
Carnation Cakes 
Sabotage, Spite 


Demon’s Fury 


Ghost Wisperer 


‘These creatures are usually seen at 
dusk, rising from the ancient graves 
where they reside. ‘They leave their 
dearest possessions below, wrapped 
in bandages for safekeeping. 


@ Fire Y Darkness / 
Water X Light X 

A Sur 

@ Nevermore 

@ Stone-Be-Gones 
Star Crystals 

© Darkness Beckons, Spite, 
Firewall, and more 


Wisp 


‘These creatures are at their happiest when dancing together 
in large groups, and can become rather restless if left alone. 


@ Affinity: Fire / Darkness / Water X 
Light X 

& Common Sign: Star 

WB Habitat: The Tombstone Trail 

@ Items Dropped: Blindness-Be~Gones 
Cheeseburgers 

© Tricks: Dark Cloud, 


Fling Flame 


Pick-Me-Up, 


Kill-o’-the-Wisp 


Assassins who lurk in the darkness, 
waiting for the moment to pounce. 
They have a surprising range of 
weaponry secreted about their 
person. 


@ Fire / Darkness / 
Water X Light X 
& Moon 


BE Unknown 


Evil Embrace, 


m, and more 


Wispula 


These horrible creatures are 
attracted by the smell of fresh 
blood, but are actually rather 
choosy about whose veins they 
bite into. 


@ Fire / Darkness / 
Water % Light X 

& Moon 

Unknown 

@ Unknown 

© Leech, Il Wind, Enlighten, 


Ex-girlfiend Phantasma 


Born from the souls of people Born from the hearts of mothers 
who were unlucky in love, these — who have lost children, phantasma 
creatures are very jealous of happy look after other lost souls as though 
couples, and strive to make their they were their own flesh and 


lives a misery. blood. 
a @ Darkness Y Light X @ Darkness / Light X 
4 Sur as 
Yi’ ML Near the Miasma Marshes WE Nevermore 
Ah ) @ Curse-Be-Gones @ Unknown 
All-Be-Gones © 1 Wind, 
© Darkness Beckons, Leech, and more 


Rock-a-Bye Baby, 
Blunt, and more 


Girlfiend 


Undead souls, usually found haunting graveyards. They still 
retain memories from their lifetime, and tend to think that 
total strangers are their long-lost lovers. 


@ Affinity: Darkness / Light 
& Common Sign: Twin Sun 
@ Habitat: ‘The Tombstone Ti 
@ tems Dropped: Planetdrops 
Angulas 
© Tricks: Evil Embrace, Sabotage, 


Demon’s Fury 


om 
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Grandamned 


In time, all girlfiends and 

ex-girlfiends will turn into 

these wizened old creatures. 

Grandamneds are actually very 

powerful, and know curses that 

can kill instantly. 

@ Darkness / Light % 

A Moon 

Unknown 

@ Unknown 

© Black Blast, Pick-Me-Up, 
Soulshield, and more 


Bone Ranger 


Creatures who have ground their 
way up the military ranks. Bone 
rangers are taken by such fury when 
attacking that they often lose limbs 
without even noticing. 


@ Physical Attacks / Fire X 
A Star 
WW Ghostly Gorge 
@ Fluffy Rice 
Soretooth Rings 
© Blunt, Evil Embrace, 
Petrifying Poke, and more 


Bone Brigadier 


‘These creatures have endured 
countless hardships to make it to 
the top. The many nicks and chips 
in their bones attest to just how 
battle-hardened they have become. 


@ Physical Attacks / 

& Moon 

@ Nevermore 

@ Unknown 

© Yoo-hoo, Dark Cloud, 
War Cry, and more 


Bone Baron 


While many generals pay lip 
service to notions of honor and 
fraternity, these brave creatures 
feel them in their bones. 


@ Physical Attacks / Water X 

A Sun 

MH Unknown 

@ Unknown 

© Soulshield, Slice ‘n’ Dice, 
Maddening Melody, and more 


Bonehead 


Having worked themselves to the bone as soldiers, these 
creatures are now just skeletons. For all their efforts, however, 
they never received a single promotion. 


@ Afinity: Physical Attacks / Storm < 
& Common Sign: Moon 
WH Habitat: The Shimmering Sands 
@ Items Dropped: Chocolate 
Sandwiches 
© Tricks: Sabotage, Smash Hit, 


Ray of Light 


muy, STeqf ure spue.somnyessd, 
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@ Affnity: 
A Common Sign: 
WH Habitat: 
@ Items Dropped: 


© Tricks: 


Zombo 


Tt may look like they have seen better days, but these 
creatures are actually born like this. Even so, it is hard not 
to be repulsed by their insistent groaning... 


None 
Star 

‘The Tombstone Trail 
Stardrops 

Bass Bells 


Demon's Fury, Spite 


Zomboatswain 


Shaped by the curses of drowned 
sailors, these malicious creatures 
like nothing better than to suck 
the blood of the living. 


@ None 
A Son 
I The Sea North of Autumnia 
@ Curse-Be-Gones 
Fairy Chocolate 
© Leech, Hellitosis, 
Black Blast, and more 


Niteg 
oD See 


Cap’n Zombo 


Creatures born from the souls of 
unrepentant pirate captains. Cap’n 
zombos continue to lead their loyal 
crew out to sea each night in search 
of ships to plunder. 


th of Autumnia 


@ Green Grapes 
Baneflower 


© Darkness Beckons, Heat Ray, 


Drowsy Drops, and more 


Mumbo Zombo 


Sometimes the restless souls of 
aspiring wizards who died before 
achieving greatness give rise to 
these creatures. They would 
happily study magic for all eternity. 


@ Darkness / Light X 


‘more 

@ Unknown 

© Lil Wind, Firewall, 
Snowblower, and more 


Eggroll 


Unfortunate egg-like creatures, born before they were fully 
ready, They have wrapped themselves in bandages and are 
waiting for their bodies to form. 


@ Affinity: Darkness / Light X 

& Common Sign: Star 

WH Habitat: The Tombstone Trail 

@ ltems Dropped: Emberstones 

© Tricks: Evil Embrace, Dark Cloud, 


Roly-Poly 


Scrambled Eggroll 


‘These creatures have partially 
formed, and some of their bandages 
have been removed. They are 
generally optimistic, and look 
forward to being fully unwrapped. 


@ Darkness / Light X 
A Star 
Wl Billy Goat's Bluf 
@ Black Truffles 
Jade Marbles 
© Ill Wind, Spite, 
Phantom Fangs, and more 


Humpty Bumpty 


Humpty bumpties are what eggrolls 
become when fully formed. Their 
sturdy oval bodies are perfectly 
suited for rolling attacks, as they 
are only too happy to demonstrate. 


@ Darkness / 
A Str 

HE Unknown 
@ Unknown 

© Leech, Firewall 


I, 
Belly Buster, and more 


Mortui 


Eggyptian 


Eggrolls that died before they were 
fully formed. Their souls remain 
trapped within the bandages, which 
move as though they have a life 
of their own. 


@ Darkness / 

A Star 

Unknown 

@ Unknown 

© Darkness Beckons, 
Time to Shine, 
Final Curtain, and more 


x se Sh test 


Nobilia 


Proud creatures spoken of in myth and legend. 


Every land has legends that speak of the mythical beings whom we wizards 
refer to as nobilia. All such creatures are extremely powerful, and not to 
be crossed lightly, for they are known to have long memories and vengeful 
dispositions. The genus has been shrouded in mystery for so long that some 
have concluded it is beyond human understanding. No true wizard would be 
satisfied with such an explanation, of course, but the fact remains that some 
things in this world are simply too rare to permit familiarity. 


The Shining Tree 


A legendary tree, said to grant 
the world protection. 


‘The legends of a certain village mention a curious and ancient tree. This tree 
is said to have shone brightly since time immemorial, conferring protection 
upon every part of our world, and all who live within it. Investigating this 
legend is forbidden, however, for it is believed to incur the wrath of the gods. 
Of course, there will always be those who do not heed such warnings. Indeed, 
some years ago, one bold adventurer claimed to have learned of the tree’s 
location, and declared his intention to travel there and bring back a leaf as 
proof of his discovery. 


At the time of going to print, he has yet to return... 


Pandoragorer 


‘Though selfish and ill-tempered, 
pandoragorers are surprisingly 
kind towards their minions, and 
are always willing to do battle in 
order to protect them. 


@ None 
A Planet 
HE Unknown 
@ Unknown 


© Restorer Aurora and more 


@ Affinity: 

A Common Sign: 
WH Habitat: 

@ Items Dropped: 
© Tricks: 


Mendragorer 


‘Though their tears are known to 
have a healing effect, the selfish 
nature of mendragorers means they 
will never share any of them. 


@ None 

A Planet 

Unknown 

@ Unknown 

© Upsy-Daisy, Light Fantastic, 


and more 


Mandragorer 


Frost-loving creatures that have been observed gulping down 
whole icebergs in seconds. The ice they consume remains 
frozen within their stomachs, giving their bodies a heft that 
is of great use during battle. 


None 
Planet 
Unknown 
Unknown 


Flame Fan 


Tundragorer 


These gluttonous creatures comb 
beaches in search of things to eat. 
‘They are known to become violent 
when hungry, so it is better to avoid 
them at such times. 


@ None 

A Planet 

WH Unknown 

@ Unknown 

© Slow Poke, Wallop, and more 
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Teachings for Aspiring Wizards 


Even the greatest of sages must rest from time to time, and those 
who find themselves far ffom home and weary from wizardly a 
>) exertion know to make for the nearest Cat’s Cradle. The Ne 
% Cat's Cradle chain of inns has branches in every part of the 
world, and each one boasts different amenities—some are % 
simple hotels, while others are grand spa resorts. What all bey 
Cat’s Cradles have in common, however, is the warm welcome 
you'll receive from their Purrprietors. Just be sure not to stare at their 
cat’s-ear coiffures! 


iV dreams they have experienced while sleeping 
at Cat’s Cradle establishments—though they 
never seem to remember what transpired 
therein. Curiously, guests only seem to have 
these dreams when they sleep in a room that 
contains a piece of art entitled “A Sketch of 
the Dream World.” 


nee 
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and the Lion 


The Cowardly Prince 


In a certain country there lived a prince named Tamalo, who was sharp of mind 
but weak of spirit. His father was a brave king—strong, wise, and loved by his 
subjects—but the noble example he set served only to weaken Tamalo’s spirit. On 
one occasion, his father told him thus, 4 


“Soon, my boy, it shall be time for me to retire, upon which thou shalt become king.” 
While the announcement delighted the Prince, it filled him also with a terrible dread, 
for he did not have the spirit required to ascend to the throne. 

In his vexation, he wandered from the castle, lost in thought, whereupon he encountered 
a fearsome-looking lion. 

The Prince tried to flee, but the Lion caught him easily in his paw, lifted him to his 
gaping mouth, and swallowed him whole. 


At first, the Prince thought he was doomed, but at length he began to reconsider 


a his position. 
> 
, “At least I no longer have to become king!” thought the Prince. 
{ After taking a deep breath, he said to the Lion, 
0 
a “Mighty Lion, I am the Prince of this country, and the day after tomorrow I was 
B due to become its king. Since thou hast now swallowed me, however, thou must needs 
4 become king instead.” 
B “King, eh?” replied the Lion. “I shan’t complain about that.” 
z Thereupon, the Prince led the Lion back to the palace. 
& The courtiers were shocked to see the Lion enter the palace, but the Prince pleaded 


with them from inside his stomach, and the Lion was accepted as king. 


The Lion proved to have quite an aptitude for royal duties. Whensoever there was a 
dispute in his kingdom, the Lion would simply growl at the quarrellers, 


“Stop complaining, or I shall eat you alive.” 


Whensoever a bridge was swept away by a flood, 
the Lion would simply use his paws to rip down 
a tree and lay it across the river. 
Regarding taxation and legal matters, the 
Lion was utterly ignorant, but whensoever 
such a problem arose, Prince Tamalo would 
speak to him from inside his stomach and 
provide him with a sound solution. 


Two Dragons 


After some time, news reached 
the King that two dragons were 
ravaging the eastern and western 
edges of his kingdom. The people 
were terrified and looked to their 
king to deliver them from this 
terrible evil, upon which the King 
announced that he should go and 
smite the dragons himself. 

But even the fearsome Lion stood 
no chance of defeating two such 
terrible dragons. 


“My dear stomach dweller,” said 
he then. “What in the wide world 
should I do now?” 


Prince Tamalo considered the Lion’s question, and at length, provided him with a 
suitable scheme. 


The Lion headed east, to the part of his kingdom that was being ravaged by the larger 
dragon, and roared in its ugly face. 
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“Dragon, I shall soon slay thee! I fear thee not, for no matter how large thou art, 
thou shalt never devour me.” 

“O ho!” scoffed the Dragon. “We shall see about that!” 

Upon which he ate the Lion whole. 

From inside the dragon’s stomach, the Lion said, 

“Dragon, thou art now the King of this land. It is therefore thy royal duty to defeat 
the dragon ravaging the western part of thy kingdom.” 

At first, the Dragon paid him no heed, but when the Dragon witnessed the humans 
around him bowing down in deference (as Prince Tamalo had requested them to 
do beforehand), he decided to do his royal duty, whereupon he went to the western 
mountains and slew the other dragon. 

Once the other dragon had been slain, the Lion commenced to scratching the inside 
of the Dragon’s stomach. 

“Owww! It hurts, it hurts!” cried the Dragon, rolling on the floor in agony. “Have 
mercy, I beseech thee!” 

'To which the Lion said, 
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“If thou wouldst not feel this pain, thou must promise never again to hurt the people 
of this kingdom.” 

“Owww! Very well! I promise!” cried the Dragon in reply. 

But the Dragon was a cunning beast, and Prince Tamalo knew that he would break 
his promise the moment the Lion was out of his stomach. He therefore had the 
Lion take out the babbling berry that he’d told him to bring with him and place it 
inside the Dragon. This berry was known to make noises that sounded like someone 
muttering to himself. 


“With that babbling berry in his stomach, the Dragon shan’t notice when the Lion 
escapes,” thought Prince Tamalo. 


Later that night, when the Dragon was sleeping, the Lion crept out of the his gaping 
mouth and set off back to the palace. The Dragon left the King and his subjects 
alone for evermore. 


A New King 


The kingdom had been at peace for ten years when the Lion said to Prince Tamalo, 


“Stomach dweller, it is time thou camest hence from in there. I would have thee take 
my place on the throne.” 


Prince Tamalo was shocked, and replied in a quivering tone, 

“T fear that I do not have the spirit to become king.” 

“But thy judgments over the past ten years have invariably been wise,” said the Lion. 
“That is as may be, but I am a coward,” replied Prince Tamalo. 

“Tt was only because I was protected by a great strong lion that I could act so 
decisively.” 

Yet the Lion paid no heed. With an almighty sneeze, he ejected Prince Tamalo from 
his stomach. It had been ten years since Prince Tamalo had seen the wide world 
outside, and he could not believe his eyes. The Lion’s mane was now full white, and 


his face was covered in wrinkles. Shut up inside the Lion’s stomach, Prince Tamalo 
had been quite unaware of any of this. 


arth 


The First Tale: The Cowardly | 


“As thou canst see with thine own eyes,” said the Lion, “I have grown old. Ten 
years hast thou resided in my stomach, and yet not once didst thou scratch me or 
cause me any pain—as I myself did to that dragon—though thou couldst have done 
at any time. The courtiers and subjects of this kingdom did not accept me because I 
am strong, they accepted me because I have given them my all—by which I mean, 
thou hast given them thine. Thou art the true King of this country. Thou lackest 
not the spirit, I assure thee.” 


In like manner, everyone at the palace beseeched Prince Tamalo to become their king. 


“Prince Tamalo, everyone is humbly grateful for everything thou hast done. Our 
country needeth just such a king as thee.” 


Upon hearing these words, Prince Tamalo felt his courage swell up within him. 


As king, Tamalo gave still more of himself to his country, and despite the fact that 
the Lion had retired, he continued to live alongside the King in the palace. 


Though many countries are ruled by animals these days, in ancient times all kings were 
human. Indeed, the magnificent lion about whom you have just read was the first ever 
animal to be acknowledged as a king, and the world has never been the same since. 
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The Squirrels 
and the Bramble 


Protectors of the Forests 


Once upon a time, the whole world was lush and green and covered in countless 
forests. In the mild days of spring, children would play in their clearings, making 
necklaces from wild flowers, while in summer, they would shelter from the sun under 
their ancient trees. And in autumn, of course, they would pick and eat their juicy 
fruits. Indeed, forests have always been important to youngsters, being careftee places 
in which to play with gay abandon. 

But what do you know of the “Forest Guardians”? 


Every forest has one. They are believed to be god-like creatures that protect the 
woods they inhabit, as well as all the creatures that dwell within. 


But how do these Guardians come into existence? 
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The Second Tale: The Squirrels and 


No human knows for certain, of course, but it is believed that they are somehow selected 
from amongst the creatures that live in the forest. Naturally, since the guardian is 
responsible for protecting all the forest’s inhabitants, the biggest, strongest creature in 
the forest is usually the one selected. There has, however, been one notable exception, 
as related in this well-known fable... 


A Proclamation ftom the Deities of the Forest 


A FOREST, luxuriant with leaves, was home to a gently flowing river and a spring 
that produced fresh water, and all the Beasts lived there in amity—from tiny insects 
to creatures as big as two men. 

One day, the Deities of the Forest made a proclamation. 

“The time has come for you to choose your guardian.” 

For the forest did not have a guardian at the time. As soon as the message was received, 
a controversy prevailed among the beasts of the forest, with each one claiming that 
he would make the best guardian. 

“These sharp fangs will frighten away any enemy!” growled the Black Wolf. 
“These huge claws will shred impostors to pieces!” roared the Gray Bear. 

And so it continued, with every large forest animal boasting his own case, from the 
Stag with his great antlers to the White Catfish who dwelt in the spring. 

The forest’s smaller inhabitants—those who had no chance of winning any test of 
strength—could but watch this assembly of the beasts in silence. 

The bickering continued for several nights until one day, a golden haze descended 
upon the forest, bringing with it an aroma so sweet that the Beasts soon forgot about 
choosing a guardian and simply spent the day in a contented daze, staring at the new 
golden coloring of the trees around them. 

The very next day, however, crimson saplings sprouted from some of the trees, and 
quickly grew into a large tangle of red Bramble—for the golden haze the Beasts had 
so enjoyed was, in fact, a cloud of evil-disposed spores. By the time any of them 
noticed, however, the Bramble had covered the entire forest. 


The Bramble 


‘THE BRAMBLE strangled tree after tree, causing them to wither and die. It seemed 
only a matter of time before the entire forest would be quite devoid of life. 


Thus, the Wise Owl said, 


“Somewhere in this forest is the tree in which the spores first took root. That tree is 
the source of this terrible Bramble. Cut off its source, and the entire thicket will wilt.” 
Desperate to save their forest, the Black Wolf and the Gray Bear resolved to find the 
tree that the Wise Owl had mentioned. However, the Bramble had grown so thick 
and so dense that their great bodies simply would not pass through it. It was time for 
the smaller forest creatures to come to the fore—the ones who abstained while the 
other beasts had bickered and boasted about who was strongest. 

And so the Mottled Snake slithered through the Bramble, moving deep into the forest, 
in search of the tree where first the spores took root. 

“Alas! The Bramble wraps the tree completely,” hissed the snake. ““We shall need to 
cut through it somehow, but I have neither claws nor teeth, only this forked tongue.” 
Upon hearing the Mottled Snake’s report, 
the Blue Woodpecker leapt into action. 
“T shall peck through the Bramble in no 
time!” he chirped with confidence. 

But as he neared the tree which the 
Mottled Snake had described, the Bramble 
became too thick, and he was quite unable 
to spread his wings, let alone fly close 
enough to peck at the Bramble, and thus 
he went back dejected. 

That was when the Field Mice and the 
Squirrels rendered their assistance. 
“These sturdy front teeth of ours shall 
gnaw through the Bramble,” squeaked the 
Field Mice. 


“But the Bramble goes all the way to the 
top of the tree,” observed the Squirrels. 
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“Can you truly climb so high?” 
The Field Mice had to concede that they could not, and so it was the Squirrels who 
set off to cut through the Bramble that surrounded the tree that had been the first 
to succumb. 


The Squirrels 


THE SQUIRRELS soon reached the tree, and scaled it with ease. In no time at 
all they were nibbling at the Bramble and making light work of cutting through it. 
No sooner had they begun to chew their way through the Bramble than large parts 
of the thicket that covered the forest fell away and withered—and so the Squirrels 
decided to continue nibbling until the tree was completely free of the Bramble. 
Alas, the Bramble contained poisoned spores, and the Squirrels who swallowed them 
soon felt the effects and fell, lifeless, to the forest floor. And yet, this did not deter 
the other brave Squirrels, who had resolved to rid the tree of the Bramble and save 
the forest at any cost, and each of them continued to chew. 


The moment the last of the Bramble was cut, and the entire tangle withered away, 


The Second Tale: The Squirrels 


the last remaining Squirrel fell from the tree, dashing its head upon the ground. 
The Squirrels had saved the forest. 


When the Black Wolf and the Gray Bear were finally able to wade through the dead 
Bramble, they came across the bodies of the dead Squirrels and let out terrifying cries. 


The Guardian 


As the animals’ cries rang out, the Squirrels’ souls floated from their bodies as pure 
orbs of light. 

The Black Wolf and the Gray Bear watched in amazement as the orbs floated into a 
hollow in the tree, bringing it back to life. 

The Deities of the Forest had spoken: the Squirrels were the forest’s true guardians. 
Though they were among the smallest and weakest of the Beasts, their courage was 
greater than all of the largest creatures. 


Size has no bearing on a creature’s stature. 
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The Fairy Who 
Wouldn’t Stop Crying 


The Teary Fairy 


Sit tight, boys and girls, I’ve got a story to tell you. A “fairy tale,” if you like. Fairies like 
me used to be ten a penny, see, but youed be hard pressed to find one these days. Always on 
the move, we are. Anyway, this story’s about a very special fairy, and while it all happened 
‘a long, long time ago, the fairy’s still going strong today—or so I hope, anyway! Right then, 
let’s get cracking, en’t it!? 

This story’s about a little fairy who wouldn’t stop crying—sobbing, he was, day and night. 
Now, us fairies are helluva impressionable, especially when we’re little. We learn all sorts of 
tidy tricks from other fairies, but we can pick up bad habits just as easy. I don’t know whose 
miserable mug this pooer dab saw when he first popped out into the world, but it must have been 
proper tragic, ‘cause the first thing he ever did in his life was cry. And then he kept on crying. 
Now, it’s not like this fairy wanted to be spouting tears all the time, he just couldn’t help 
himself. Every time it got dark, he’d well up—like blinking clockwork he was. What’s more, 
young fairies can be helluva cruel, and this little cry-fairy got ribbed something terrible—all 
of which just made him want to cry even more, of course. 
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The Puddle of Tears 


One day, a traveling wizard happened to spot this fairy standing next to a puddle of tears. He 
was proper knackered, this wizard, and helluva thirsty. So what he did was, he took a drink 
from the puddle, en’t it? 

“There’s lovely!” he thought, and felt ten times better straightaway. 

Then off he went with a spring in his step, and got on with his wizardly work. A bit later, 
when everything was done, he decided to go back and thank the fairy—for the tears he drank, 
I mean. But when he came back, the puddle was even bigger than before. 

“Ohhh fairy,” he said, in this grand old voice. “Why do you cry so much? I’ve been gone three 
days and still you weep.” 


“Sob,” said the fairy. “Scared I am, like. Scared of the dark, and I don’t know what to do about it.” 
After a few more sobs, he went on, 

“And everyone makes fun of me. Good for nothing, I am. Life’s rubbish.” 

And with that, he went back to sobbing. 


“I see...” said the wise old wizard, stroking his big white beard. “Perhaps a lantern is what 
you need.” 


So he whips this tidy lantern out of his cloak, and plonks it on the end of the fairy’s nose, right? 
Now, the light from the lantern made the fairy blink like mad, but it didn’t half cheer him up, 
and sure enough, he stopped crying. Felt like he’d been born again, he did! 

“You see, little fairy?” said the wizard, “You shall never be in the dark again, no matter where 
you go.” 

“J’m... I’m not scared anymore!” the fairy gasped, cracking the first smile of his whole entire life. 
“And you are no longer good for nothing, either!” laughed the wizard. “That smile of youers 
will bring comfort to a great many people. Come with me, and I shall show you.” 

So the fairy packed up his daps in a little bag and went off with the wizard. They had some 
pretty hair-raising adventures, and all, but the fairy never once got scared. He had the lantern 
on the end of his nose, see. And even after he parted ways with the kindly wizard, he never 
cried again, and the light on his nose is still shining to this day. Have a look around you, like. 
He might be right nearby! 


Well, what do you say? Proper tidy tale, wasn’t it? I bet you've got a tear in youer eye now! 
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The Bear-Man and 
the Princess’s Tears 


A Kidnapped Princess 


The king of a peaceful kingdom had one daughter, whom he loved very much. This 
princess was very brave and very wise, and assisted her father in ruling the kingdom. 


Hard by the edge of the kingdom was a steep mountain. No one ever approached it, 
however, for it was known that a witch lived in a cave at its foot. This witch had 
long had an inclination to rule the kingdom herself, but the fearless princess never 
failed to foil her plans. 


The Witch had an apprentice who was top half bear and bottom half man. This 
apprentice was known as the Bear-Man, for that was his name; and was fearsomely 
strong, but very dull-witted; and always carried out the witch’s commands to the letter. 


One day, the Bear-Man was in the cave making potion when the Witch returned with 
“oa young woman. It was—yes, guess!—the Princess who was always ruining her plans! 
The Bear-Man looked at the Princess and was twice shocked. Firstly, at how wondrous ~~ oS 
fair she was; and secondly, at the sight of her hands and feet, which the Witch had ha 
turned to wood using magic. 


“Look after the Princess,” the Witch commanded 
the Bear-Man. “Do not let her get hungry, or shed 
a single tear, else there shall be trouble!” 


The Bear-Man immediately went to fetch some fruits 
and preserves from the larder. Since the Princess’s 
hands had been turned to wood, the Bear-Man 
tried to put the fruit in her mouth directly. But the 
Princess turned away from him, and looked instead 
at the Witch. 


“What will you do with me?” 
“J shall tell your father that I have taken you 


The Fourth Tale: The Bear-Man and the Prim 


hostage,” the Witch replied, “and demand his 
kingdom in return for your freedom.” 

“That would be a waste of time,” retorted the 
Princess. “Father is always telling me not to 
believe anything witches say. He will not 
trust you, even if I am in mortal danger.” - 
“Silence!” shrieked the Witch, and wit 
a wave of her wand cursed the Princess, _ 
who became quite unable to speak. The Witch had stolen 


her voice. hie &F 
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Gre xt day, the Witch went to the palace to negotiate with the King, and it was 


‘The Bear-Man liked looking after the Princess. He felt sorry for her, with her wooden 
limbs and stolen voice, and he tried his very best to take good care of her. 
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The Bear-Man was in fact very kind, you see, and despised doing evil things. He was 
happy knowing that the Witch would not scold him for being kind to the Princess. 
After all, it was the Witch herself who had commanded him to look after her! 

But while the Princess did not shed a single tear; neither did she smile so much as 
once. The Bear-Man used the finest ingredients to cook dishes that he hoped would 
make the Princess happy; but when the meals were served she would do no more than 
stare at him in total silence. 

Now, the Bear-Man knew that the Princess would only smile when her hands and 
legs were free again; and she had regained her voice. But the Bear-Man could not 
lift the curses himself, and he knew that the Witch would never do it. All he could 
do was continue to cook fine meals for the Princess. 
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Twelve Tales of Wonder 
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‘The Fourth Tale: The Bear-Man and the. 


The Princess Who 
Wouldn’t Cry 


Several days passed, and still the 
King would not listen to the Witch’s 
demands, just as the Princess had 
foretold. This did nothing for the 
Witch’s mood, of course, and one 
morning, when the Bear-Man was 
bringing food to the Princess as usual, 
the Witch shouted at him, 


“Why are you wasting such good food on her!? 
Anything will do, as long as it stops her from crying.” 


“But I thought that the Princess would be happier if she could eat fine foods, 
Mistress...” 

“Who told you to make her happy!?”” 

With that, the Witch snatched up her wand and, with a flick of her wrist, rendered 
the Princess stony deaf. She then proceeded to tell the Bear-Man a secret, 

“There is a reason why I told you to stop her from crying. If she sheds but a single 
tear, all of her curses will be lifted at once.” 

The Bear-Man now realized that the Witch had not wanted him to be kind to the 
Princess; or to look after her—she had simply wanted him to stop her from crying. 
He now knew what he had to do to make the Princess happy once more. 
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The next time the Witch left the cave, the Bear-Man put his paws around the Princess’s 
rosy neck and started twisting; yet she still did not cry. The Bear-Man felt he had 
no choice but to strike her; he was strong, and the poor princess was unbalanced on ‘ 
her wooden legs. She fell to the ground violently. | 


“Now, cry, I beseech you! Cry and all your curses will be lifted!” 


The deaf princess lay on the ground, clearly in pain, yet still she did not cry. She 
simply continued to stare directly at the Bear-Man. The Bear-Man, for his part, 
resolved to treat the Princess with great cruelty. He stopped feeding her; set snakes 
and insects upon her; and pulled out her beautiful golden hair. 


The Bear-Man tried his best to be brutish, but when he looked upon the Princess in 


agony, he felt so sorry for her that he started sobbing. Though he hurriedly wiped the 
tears away with his big paws, knowing that he must not let the Princess see him crying, 
it was too late. The Princess had realized that something was amiss, and resolved not 
to shed a single tear, no matter what ordeals the Bear-Man put her through. 


‘The Bear-Man snarled and bared his teeth, and treated the Princess more cruelly than 
ever. But the Princess was very brave and very wise, and did not shed a single tear. 


Tears at Last 


A month passed, and the Witch visited the King once more. When she returned to 
the cave this time, however, her mood had changed. 


“The King refuses to negotiate; and there is no point keeping a hostage anymore. It ~ 


is time to kill her.” 

Upon which she waved her wand once more, sending a deadly arrow whistling towards 
the Princess. 

The Bear-Man immediately threw his great bulk in front her, shielding her ftom the 
arrow, which pierced his chest. As he crashed to the ground, the wand fell from the 
Witch’s hand. 

The Bear-Man’s fate was sealed, but with his last morsel of energy he opened his 
eyes and looked up at the Princess. She stared back at him, her eyes wide. 

“T have done such terrible things... I will die an evil man in your eyes...” 

Such were the Bear-Man’s sorrowful thoughts as he perished. As he did so, tears fell 
in a flood from the Princess’s eyes, raining down upon her wooden feet and arms, 
lifting the curse and returning her to normal. 

The Princess immediately stood, picked up the Witch’s wand, and used it to draw a 
rune—for the Princess could use magic as well, you see. A large fire engulfed the 
cave, and the Witch’s wailing could be heard for miles around. 

Once the blaze had subsided, nothing remained of the Witch, save for a small pile 
of pitch-black ashes. 
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At that moment, the Bear-Man was brought back to life—as a beautiful young 
prince! For his dull-witted bear form was nothing but a curse, imposed upon him by 
the wicked witch. 


The Prince asked in a weak voice, for he was still upon the brink of death, 
“Your Highness... Why did you cry for me?” 


“Witnessing your death... It filled me with a terrible sorrow. Had I only known that 
crying would lift my curse, I should have done so far sooner! I see now that you were 
trying to help me; even as you did those horrible things.” 


“I treated you terribly, your Highness. Please forgive me...” 


“Of course I forgive you. You are a kind person at heart, and for that I am truly 
grateful. Now please, do not die...” 


Upon hearing these words, the Prince shed one final tear, and breathed his last. 
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The Forbidden Spell 


The Princess stared at the Prince’s lifeless body for a long while, before picking up 
* the wand once more with conviction. She had settled upon a course of action. 

She would cast “Ashes of Resurrection.” 

Upon casting the spell, the cave was filled with white light; restoring breath to the 

Prince’s lungs as it shone upon him—the Princess’s spell had brought him back to life! 

The very next moment, however, the Princess fell to the ground. As she lay there, 

she raised her face and asked the Prince, 

“Who...are...you?” 

““Ashes of Resurrection’ is a forbidden spell,” he replied, mournfully. “Those who 

cast it always pay a terrible price. The price you have paid is your memory of me...” 

And the Prince’s eyes filled with tears of terrible sadness once more. 

“Why are you crying?” asked the puzzled Princess. 

“Because,..something important has been lost.” 

Upon hearing the Princess’s next words, however, the Prince could not help but smile. 


“Well...perhaps together we may make it anew?” 
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S' The Wizard Who Controlled The Clouds 


There was once a boy wizard who was endowed with a great deal of magical ability. 
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No sooner was he able to walk than he could cast spells no other wizard could, 
controlling the clouds above and making great seas and mighty mountains move at 
will. In truth, such feats did the boy more honor than he deserved, for he had not 
practiced any more diligently than other wizards. His talents were innate, and had 
been with him since birth. 

The boy, however, grew up quite certain that he had been blessed by the gods, and came 
to believe that his rightful place was among them, in heaven itself. No sooner had the 
thought crossed his mind than the boy became desirous to make it an immediate reality. 
Boys who are born with such exceptional powers are seldom accustomed to waiting. 


A Trial from the Gods 


The boy made for Jabar al-Dukhan, the highest mountain 
in all the world, and climbed to its summit, reasoning 
that the gods would hear him more clearly if he were 
closer to heaven. 
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“Gods, I beseech you to listen. I am the most powerful 
wizard in this world. Verily, no man alive is my equal, 
and thus I believe that my place is in heaven with you. I 
wish for you to consider me one of your own.” 


The Fifth Tale: The Boy 


The heavens responded with an enormous thunderclap. 
The boy wizard’s insolence had roused the passion of the 
gods. The thunder was followed by a bolt of lightning, 
aimed directly at the boy. 

But the boy was ready. With a simple wave of his wand, 
he swatted the lightning away. 


“Do you see?” he cried to the gods with glee. “Do you see how powerful I am?” 


At length, a Voice responded from the heavens. 
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“Boy, if you truly believe yourself to be as powerful as a god, then you may prove it 
by taking this trial. Overcome it, and your wish shall be granted.” 


The boy leaped with great joy upon hearing these words, believing as he did that no 
trial was beyond his powers. 

Suddenly, however, everything became quite dark. The boy had no idea where he was. 
Indeed, his hand could not be seen in front of his face. 

The Voice spoke once more. 

“Boy, this is the World of Darkness. Your task is to tolerate it for eight days.” 


“So it is simply a matter of waiting?’ thought the boy, relieved. “That shall not 
prove difficult.” 

But the Voice went on, 

“There is a door in front of you, Boy. Raise your hand and you shall feel it. On the 
other side of this door is the World of Light, where all godly knowledge resides. 
Enter, and you shall become one of us. The door, however, must not be opened until 
eight days have passed.” 


With that, the Voice fell silent, and all was quiet once more. 
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The boy reached out his hand in front of him. Though he could not see it, the door 
was there, just as the voice had said. 


“T shall open that door,” the boy said decisively. “I shall wait a full eight days, and 
then I shall become a god, and all will be revealed to me.” 


Twelve Tales of Wonder 
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The Fifth Tale: The Boy Who Would: 


Seven Days of Darkness 


At first, the boy could do nothing but sit and contemplate his current plight. It was 
not long, however, before his mind started conjuring all sorts of thoughts. 


What wonders awaited him when he became one of the gods? 

What manner of place was the heaven that the gods called home? 

How would he treat his human minions once he was one of their gods? 

And so it went on... He found himself increasingly agitated, anxious to see what 
awaited him once he opened the door to the World of Light. 

He kept his resolve for six days and six nights, but on the seventh day, the boy was 
overcome by curiosity. 

“In one more day I shall become a god,” thought the boy. “Surely it is of no 
consequence if I open the door a little early.” 


He reached for the door once more, and traced its even surface. Eventually his hand 
came across a small protrusion which felt like the cover of a keyhole. Timidly, the 
boy lifted it and looked through to the other side. 

A blaze of blinding light flooded through the keyhole, knocking the boy a full cubit 
backwards. It was incredibly bright, and yet he simply could not close his eyes. The 
world on the other side of the door was beyond the boy’s human imagination. Its 
scale and beauty seemed to pierce his very soul. 

“The world of the gods...” 


The thought alone made the boy shiver, but even as he did so, he was plunged into 
darkness once more. 


The Ever-Wandering Eye 


‘The boy had failed the trial. Yet he was still allowed to enter heaven and become one 
of the gods, for they acknowledged his abilities, and showed compassion toward him. 
They could not, however, show the same compassion toward his eye, the one that 
had peered at the World of Light. The eye was condemned to wander, disembodied, 
through the skies for all eternity. 

The boy wizard’s eye traverses the skies to this day, soaring above the birds, gazing 
down upon the world below. 

It can never hope to soar as high as the heaven where the gods reside, however. 
Indeed, it is trapped between the human world and the world of the gods forever. 
Occasionally, when it is overwhelmed with extreme dissatisfaction, the eye swoops 
down close to the earth’s surface, bringing a devastating whirlwind in its wake. These 
howling gales are known to have destroyed cities and forests; and are rightly feared 
by ordinary humans. 


And so, the consequences of the boy wizard’s folly are still being felt. 
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A Sixth Tale Os 
\\ My Other Self } 


On a Hilltop 


i > What follows is the extraordinary story of an ordinary little girl... 


When I was a little girl, I had the reddest hair you’ve ever seen, and I lived with my 
mother in a small village, tucked away in the hills. I was never any good at magic, 
but I loved gardening, and could grow all sorts of flowers and medicinal herbs. 


Behind my house was a low hill from which you could enjoy a wonderful evening 
view. I used to walk to the top of it every night, to sit on a big old root and watch 
the sun go down. 


One day, my mother cut her hand on a glass that I had broken. Though she washed 
the wound straightaway, just as she’d always taught me, the cut soon became infected, 
and by the next morning, she had a very high fever. I took care of her the best I 
could, of course, but several days passed without any improvement in her condition. 


Then one night, after I’d cried myself to sleep with worry, I woke with a start to find 

myself standing in front of a strange door. I opened this door, and walked through it 

to emerge on top of my favorite hill. It looked just the same as it always did, except 

for one thing—there was someone else there, sitting on my root and sobbing quietly. 

I took a sharp breath, and thought to myself: could the girl sitting on 

the root actually be me? Her hair was just as red as mine, and 

it glittered like a ruby in the setting sun. — eS 


The Bright Blue Bird 


ne I was feeling quite sad myself, but the girl sitting on the root seemed absolutely 
inconsolable. Feeling sorry for her, I asked, 


“Are you all right? Why are you crying?” 
At this, the weeping girl lifted her face, giving me another shock. It was exactly 
like mine! 


s) “I was careless...and my bird flew away,’ she said. ‘Oh, I did love it so...” 

‘ “So that’s why you’re crying. I’ve been careless too, as it happens. I made my 
mother sick...” 
I thought for a moment, then asked, 
“What kind of bird was it?” 
“Tr was blue. Bright blue. It was so very beautiful...” 
“...My mother’s eyes are blue as well,” I sighed, “but they don’t seem to sparkle 
like they did before she took ill.” 


We carried on talking for a little while, and before long we’d become firm friends. 
She loved gardening too, and was enjoying gazing at the sunset from the crest of the 
hill. It seemed we had absolutely everything in common. Eventually, I said, 

“Here, take this. It’s a flower I grew. It’s called a ‘warm welcome,’ and birds love 
it. Perhaps it might make your blue bird come back.” 


Thad already put some of these flowers at my mother’s bedside to try and make her 
feel better, as well as some in her hair. 
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“Thank you!” said the girl, smiling. “Oh my, it really does smell 
wonderful. Hey, would you like to come to my house?” 

I nodded, and off we went, down the hill together 
and into the girl’s house. She placed the flower 
T’d given her next to the window. 


Before long, we heard a sound. 
“Peep peep peep! Cheep cheep cheep!” 


And a blue bird flew in through the 
window. 


“Chichi!” shouted the girl, 


recognizing her missing pet. 
The bird had flown straight for the vase that held the flower. It seemed a little unsteady, 


as though one of its wings was injured, but I couldn’t help feeling happy that the 
“warm welcome” I’d given the girl had made her bird come back. 


Waking From the Dream 


All of a sudden, I was in front of the strange door again. I walked through it and 
found myself lying in bed once more. 

“Tt was just a dream,” I sighed. 

Then I threw off the sheets, and went to my mother’s bedroom. Much to my surprise, 
though, I found that she wasn’t there. That’s when I heard a sound coming from the 
kitchen, and ran downstairs. 

“Mother!” I cried. 

“Good morning!” she replied cheerily. 

“You must have been wondering where I’d got to! I just felt so much better when 
I woke up this morning! Now then, would you like some breakfast? I’m famished!”” 
And my mother’s blue eyes were sparkling once more... 


Every person in this world has a soul mate—a person in another world with whom 
they share a soul. Soul mates’ destinies are intertwined, and occasionally they even 
overlap. So should you ever chance to step through a strange door, do not be surprised 
if you meet someone just like you! 
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How the Little Gir] 
Became Queen 


The Little Girl 


IN XANADU, the kingdom in the clouds, the ruler has always possessed many a 
mysterious power, not least the ability to make the most prescient of prophecies. This 
is the story of one such ruler, of whom little was expected when first she ascended 
to the throne... 

Xanadu’s new ruler was a little girl, cowardly and weak. Though it was a peaceful 
place, with a temperate climate and few if any monsters, Xanadu had never known a 
cowardly ruler. The thought alone was simply preposterous. 

The girl herself knew that she was a coward, having never displayed courage or daring 
since the moment of her birth. She was scared of sleeping alone, and the thought 
of being in the temple at night filled her with a holy dread. Despite claiming that 
she had a well of courage to draw on if necessary, she would undoubtedly have been 
found wanting if she had been asked to deal with a giant, or a dragon, or even a lion. 
Life surrounded by adults was lonely and dull for the little girl. She had no friends, 
and became very sullen. As a result, everyone assumed that she was humble and wise, 
for most of those who rise to rule over Xanadu are powerful sorceresses, and prone 
to self-importance. Though baseless, the myth of the little girl’s wisdom meant that 
her reign was very peaceful, with none of the tensions or infighting that marred the 
reigns of her predecessors. 
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The Seventh Tale: How the Little Git] 


Sinister Rumors 


SHE HAD NOT ruled for long, however, when it became apparent that a dragon 
had taken up residence near Xanadu, in a great cavern, measureless to man. Alas, this 
was no ordinary dragon. Indeed, it was said to be as large as a castle, utterly evil, 
and endowed with a tail twice five miles long. Such sinister rumors grew, as sinister 
rumors always do, and by the time they’d reached the palace, they had the courtiers in 
a state of some excitement. After much frantic discussion, a conclusion was reached. 
Their ruler—the little gir_—must be sent to deal with the dragon. Though she was 
still young, everyone believed her to be both wise and brave, and it was concluded 
that her age was of no significance. Thus, having no choice but to fulfill the duty 
assigned to her, the little girl set off for the dragon’s cavern. 


A Savage Place 


THE WANING MOON cast scarcely any light into the dismal cavern, and big 
wet drops fell onto the little girl’s head as she made her way through the darkness, 
nervously clutching her wand. Though she quivered with fear, she knew that she had 
little choice but to push on. She was the ruler of Xanadu, after all, and rulers must 
show courage, however frightened they may be. 

Having pushed deep into the cavern, the girl finally encountered the dragon. It was 
not as big as she’d feared, but it would still have ordinarily been more than a match 
for a little girl like her. The dragon, however, was injured. One of his wings was 
broken, and he was unable to fly. Indeed, he had no way at all of avoiding the little 
girl’s spells. It seemed the tables had turned in her favor. Just then, the dragon turned 
to her, and said, 

“You came alone? I suppose you knew I was injured. I shall surely perish soon. All 
you need do is wait, and your duty shall be fulfilled.” 

But the little girl took out her wand and proceeded to draw a rune. The spell she 
cast began to heal the dragon’s wounds. Being so young, it took a long time for the 
healing magic to work, but her concentration never wavered. 


“Heal me, and I could come after you, and eat you. Are you sure about what you’re 


‘The little girl thought for a moment, before replying politely, 


“T should not like to be eaten, yet I do not see why you should die. Perhaps we could 
reach an agreement instead? I will heal your wing if you swear to spare this kingdom.” 


The dragon made no reply, and simply gazed at the girl with flashing eyes. Once 
his wing had been fully healed, the dragon picked up the little girl and, placing her 
on his broad back, strode out of the cavern. Then, flexing his newly healed wing, he 
carried the girl to the summit of a tall mountain. As the dragon reached the top of the 
mountain, it seemed to grow in front of the girl’s eyes. At last it began to resemble 
the castle-sized dragon that the courtiers of Xanadu had mentioned. Indeed, it began 
to look as though it could eat a castle thrice over. 


“This is my true self,” declared the dragon. “Now, you may be weak, but you are 
both courageous and kind. My original intent was to eat every one of your subjects, 
but I have decided to honor our bargain, and spare this kingdom.” 


‘The dragon’s kind words touched the little girl deeply, and the two of them became 
great friends. Then, the dragon shrank back to his smaller size and put the girl on 
his back again, and together they made for Xanadu. When they reached the city, 
however, the dragon grew big once more. When the little girl explained what had 
happened to her courtiers, they realized not only that she was wise and brave, but 
that she was also very kind. From that moment on, she was no longer referred to as 
the “‘little girl.” She had become the “Queen of the Heavens.” She never forgot her 
dragon friend, and they spoke together often until the end of their days. 
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The Lazy Son 


TWO SHEPHERDS, who were father and son, worked together in the fields. The 
Father looked after the sheep from morning till night, constantly patrolling the pasture 
and looking out for wolves. The Son, however, spent every day at leisure, staring into 
the distance and not lifting a finger to help his Father. 

One day, the Father turned to his Son and said with regret, 

“I am getting old, and shall soon be retiring. Though you are my only son, it has 
become clear to me that you have no enthusiasm for shepherding. I am starting to 
think that I should be better entrusting my flock to someone else.” 

The Son was quite shocked, for the flock was his only livelihood, and resolved to 
start assisting his Father in the fields—chasing sheep, tending the grass, and so on. 
Alas, he soon grew tired of such tasks. At a loss as to what to do, the Son supposed 
he should pay a visit to Old Father Oak, an ancient tree in the Deep Dark Wood 
possessed of infinite wisdom on all matters. 

“O Old Father Oak, is there not some manner of fruit that I can swallow to excite 
my enthusiasm?” the Son asked in vexation. 

“I am afraid that such things do not exist,” replied Old Father Oak. “There is, 
however, a fountain hidden deep within a nearby forest. Drinking of its water provides 
a goodly dose of energy.” 


The Fountain 


THE SON traveled in the direction indicated by Old Father Oak until he came to 
the fountain and tested its cool surface with his hand. 

“T shall take some of this water home with me.” he thought, before realizing that he 
had no vessel in which to carry it. 

“Alas, I must return home empty-handed...” he lamented. 

The Son was about to go back to fetch a jug when he decided to sample a mouthful of 
the fountain’s water. Sure enough, he immediately felt the great surge of energy that 
Old Father Oak had predicted, and used his ax to chop down a nearby tree, carving 
it into a pitcher that was almost as big as himself. 

Once the pitcher was finished, the Son filled it with water from the fountain and made 
for home. The vessel was very heavy, and the journey was a long one. He nearly gave 
up on several occasions, but every time he felt like abandoning his journey, he would 
stop by the wayside to take another gulp of water from the pitcher; and eventually 
he arrived back home. 


“J have water enough here to last a lifetime,” the Son thought with a sigh of relief. 
He was very weary, and he fell into bed to sleep soundly till morning. 
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The Pitcher 


'THE SON awoke ftom his slumber, and resolved to take another drink of water from 
the pitcher. 


“O! How full of life I am!” he exclaimed happily, and set about his duties at double 
fr the usual speed. As he did so, he resolved that no one else must be allowed to drink 
the precious water in the pitcher. 


In the days that followed, the Son spent much of his time ensuring that no one went 
near his pitcher—yet he took care to attend to his chores while he did so, knowing 
that his father would otherwise be angry. Whenever a Villager approached the pitcher 
for a drink of water, the Son would interrupt his own labors and offer a cup of different 
water, thus preventing any of the water in his pitcher from going to waste. He was 
also reluctant to waste the water from the fountain on himself; and so worked hard 
every day without touching it. 

Then, one very hot day, after the Son had been hard at work in the fields, he realized 
that a terrible thing had happened... 
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The Water 


‘THE WATER had evaporated in the searing heat of the sun. When the Son realized 
that the water upon which his future depended had disappeared, he was overcome with 
despair and collapsed upon the grass. 

The sight of the Son lying prone excited the Villagers’ concern; and they rushed to 
see if he was all right, for the Son had a gained reputation in the village for being 
kind and hardworking, on account of all the cups of water he was wont to provide 
thirsty Villagers. 

Some of the Villagers gave the Son a drink of water as he lay there, and he was 
amazed at how delicious it tasted. It was the freshest, cleanest water he’d ever drank; 
and, what’s more, it gave him the same surge of energy that the water from the 
fountain had done. 

His Father stood next to him and said kindly, 

“No water on earth can compare to the first water you drink after sweating all day. 
Why, I should think it is a fair sight better than the water from that fountain,” for 
the Father knew that his Son had visited the fountain. 

The Son rose to his feet and smiled back at his Father. 


“You are right, Father. It truly is better by far.” 


Hard toil brings its own rewards. 
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The Flute-Makers 


Four Brothers 


In a certain kingdom, there once lived four brothers. Though their parents had both 
died, and they had grown up poor, the brothers had become famous and highly regarded. 
The first brother was very strong. Once, when the kingdom was in need of a new lake, 
he had lifted a stone bigger than three dragons out of the ground, creating a great 
hollow. He then carried the stone to the top of the tallest mountain in the land, lest 
it prove an eyesore to anyone. The King could not contain his delight as he watched 
the hollow slowly filling with water. 

The second brother was the greatest artist in the land. He went to the top of the 
mountain, and carved wonderful sculptures from the stone that his brother had carried 
there, and offered them to the King, who was rendered speechless for the first time 
in his life by their beauty. 

The third brother was known as a master craftsman. He took the sculptures that his 
brother had made and erected sturdy walls between them, creating a mighty castle. 
He even used the remaining pieces of stone to build a working clock. The King was 
amazed at how it always told the correct time, despite being made of stone. 

The King now had a new castle that he believed was the most beautiful, the best 
defended, and the most convenient in the wide world. The brothers were delighted, and 
became full of confidence, for each of them believed that he was the greatest man alive. 
“T am the one the King should thank for having such a wonderful castle. After all, I 
am the one who carried that stone all the way up the mountain. Thou mayest have 
carved the stones, and thou mayest have bound them together, but had I not brought 
the stone up here in the first place, nothing of that could have been done,” said the 
first brother. 


“Hal! But the King would not have looked twice at the castle had I not carved those 
sculptures so beautifully!” retorted the second brother. 


“And yet it was I who took thy sculptures and made them into a castle. What use 
hath a king for sculptures, pray tell, beautiful though they may be?” 


After some time, these 
discussions became so fractious 
that the three brothers resolved 
to live apart, on the eastern, 
western, and southern edges of 


kingdom. 


The youngest brother of the 
four was unlike his three older 
brothers. He excelled at nothing, 
and was weak and clumsy. 
Though his older brothers 
would mock him constantly, the 
youngest brother was a docile 
sort, and did not pay much heed 
to such insults. He was, however, 
worried about his brothers living 
apart, and he resolved to pay 
each of them a separate visit. 


A Thick Fog 


A short while later, disaster befell the 
kingdom. A thick fog covered the entire 
land, blocking all sunlight for one hundred 
days. Crops would not grow, and people 
became unwell, and yet the very worst of it 
was that the fog put an end to all music, for 
it simply could not be heard through the 
heavy brume. The whole kingdom adopted 
a silent, funereal air, and still the source 


of the fog remained a mystery. 


One night, as the King slept fitfully, he 
had a strange dream. In it, someone was 
telling him that the only way to clear the 
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fog was to play a certain flute—the most beauteous flute in the world. Upon waking, 
the King immediately summoned the three brothers who had built his castle and 
commanded them to build such a flute. Since the three brothers no longer spoke to 
one another, however, they would not cooperate, and each went off to carve his own. 
“TI am the only one capable of making a flute fit for a king,” said one brother. “It is 
simply too great a feat for the two of you.” 

“Ha! Thou mightest better say that of thine own self!” countered the second. “My 
flute will be the finest, as thou shalt soon see.” 

“Boast if you will!” scoffed the third. “All men know that mine will be the best!”” 

And so the arguments continued. 

After some time, all three brothers finished making their flutes, and went to present 
them to the King and his subjects. All the kingdom gathered on the shores of the 
lake that had been created by the first brother, anxious for the presentation to begin. 
The first brother picked up his flute, which was very big and made of stone, and 
blew. Try as he might, however, the flute would not produce a sound. The King 
soon turned his attention to the second brother. His flute was a beautiful, delicate 
instrument made of clay, but when he blew it, it too produced no sound. The King 
was now becoming rather agitated, and hastily commanded the third brother to blow 
his flute. It was made of a single bone, with holes drilled in the appropriate places, 
and yet it too could produce not a single note. The King was furious, and banished 
the brothers from his sight. 


The World’s Greatest Flute 


Several days later, the King awoke to hear the song of the flute that he had dreamed 
about. It was a beautiful sound, one that cleansed the heart and brought tears to the 
eyes of royals, ministers, soldiers, ploughmen, and even the baker’s cat, whom many 
had thought deaf. As the flute played on, the thick fog that had plagued the kingdom 
began to clear. 

The King was naturally delighted, and started searching for the source of this blissful 
sound. Trusting to the evidence of his ears, the King came at last to the house of 
the fourth brother. There he found him and his three brothers sitting together, with 
tears in their eyes. 


The King began to extend his warmest gratitude to the youngest brother, but was 
politely interrupted, 

“Alas, this flute was not my work. My three brothers built it.” 

And he proceeded to explain all that had come to pass. 

The youngest brother had been visiting his three brothers every day, hoping to persuade 
them to work together as before, but his brothers were stubborn, and would not listen. 
After some time traveling hither and thither, from south to east to west and back 
again, all the youngest brother’s efforts got the better of him, and he collapsed in a 
heap. When his three elder brothers heard what had happened, they all felt sorry for 
their youngest sibling, and went to visit him as he recovered. 

‘The eldest brother visited him first. 

“Ts there aught I can do for you?” he asked. 

“Indeed there is, hie thee to the forest, and cut down the tallest tree thou findest 
there. Chop it then into small pieces and bring them here to me.” 

Thinking that his brother wanted firewood to keep him warm under the thick fog, the 
first brother agreed to do as he was asked. 

“Very well, younger brother,” he said, “I shall start cutting right away.” 

“Thank you,” the youngest brother replied from his bed, and before long the first 
brother came back, a smile on his face and a pile of logs under his arm. 

The next day, the second brother came to visit his youngest sibling. 

“Ts there aught I can do for you?” he asked, upon which the youngest brother brought 
out one of the logs that the first brother had cut for him. 

“Indeed there is. Carve of this wood something beautiful for me. Perhaps a pipe?” 
Thinking that his brother wanted on ornament in his room to make him feel better, 
the second brother agreed without the slightest hesitation. 

“Very well, younger brother,” he said, “I shall start carving right away.” 

“Thank you,” the youngest brother replied from his bed, and before long the first 
brother came back, a beautiful wooden pipe under his arm. 

The next day, the third brother came to visit his youngest sibling. 

“Ts there aught I can do for you?” he asked, upon which the youngest brother brought 
out the pipe that his second brother had carved. 

“Indeed there is. Wouldst thou be so good as to drill some holes into this pipe for me?” 


Thinking that his brother wanted something to entertain himself while he was ill, the 
third brother gladly agreed. 
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“Thank you,” said the youngest brother from his bed when his older brother had 
returned with the finished pipe, “but I actually have one more request.” 

“Of course, younger brother. What is it?” 

“Call our two brothers, and tell them to come here.” 

Though the third brother hated his older brothers, he could scarce refuse his ailing 
sibling’s request, so piteous did he seem, and he agreed to go and fetch them. 
Despite all being gathered beneath the same roof, the three brothers would not look 
at each other, much less speak. 

Then, in the midst of the silence, the youngest brother pulled out the flute they had 
made and lifted it to his lips. 

As soon as he began to play, the three brothers began to weep, realizing how foolish 
they had been. As they listened to the sound of the flute, they recalled the past that 
they had shared: their humble home; their parents who had loved them so; the days 
when they had supported each other and helped each other before they won fame. 
The four brothers continued to weep as they realized that each was only truly special 
when he worked with the others—all four of them, indeed, for it was only the youngest 
brother who could produce a pure note from their flute. The tears they wept were the 
most beautiful tears the world had ever seen, for they were tears of love. 

After the King had finished listening to the youngest brother’s story, he decided to 
give all four brothers a special medal. From that day onwards, the brothers agreed to 
always work together, and they all lived happily ever after. 
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The Dreamer 


There once was a boy who spent every day in a daze, dreaming of soaring through 
the skies. 

As a young child, he was always asking wizards to make him float for a few moments—a 
delightful experience!—but he himself was no good at magic. Since he also hated 
lessons of all kinds, there really was no hope of him becoming a wizard, but still he 
dreamed of being able to fly. Nothing could make him give up on his dreams! 

One day, the boy took a journey to another world. There was a tunnel that connected 
the two worlds in those days, you see, and people were able to travel between them 
quite easily. 

Now, the boy knew that there was no such thing as magic in the other world, meaning 
that no one there was able to fly. He had, however, heard rumors about a painter who 
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lived there who also dreamed of taking to the skies, just like he did. 


As soon as he arrived in the other world, the boy headed straight for this painter’s 
house—but when he got there, there was no one home! Feeling rather bold, the boy 
decided to take a look around for himself. The first thing he saw upon entering the 
painter’s house was a magnificent sketch, a drawing of a strange machine that was 
attached to something that spun around very quickly. 

There was no doubt about it—this was a machine that could fly! 

“What a shame,” thought that boy, “that in my world, magic is so common that no 
one bothers inventing things like this!” 

Flushed with excitement, the boy took a tracing of the painter’s sketch, and took it 
with him back to his own world. 

After working hard for several years, the boy finished building the machine in the 
sketch, and for the first time ever, he was able to fly! 

“Why, this is the happiest moment of my life!” thought the boy with a big grin. Even 
though it was only for a few seconds at a time, he was finally able to live his dream. 


The Sage and the Young Wizard 


A short while after he had finished building the painter’s flying machine, a sage visited 
the boy, and spoke to him very grandly, 


“You must dispose of all knowledge gleaned from that other world.” 

The boy was shocked. 

“But why!?” he asked. “This machine lets me soar through the skies! It’s what I’ve 
always wanted!” 

“Using a machine to achieve something that should only be achieved using magic is 
akin to poisoning this world.” 

“Poison!? Why is it like poison?” 

“Magic may only be used by those who possess a pure heart and who have undergone 
the proper training. Wizards borrow some of nature’s power and use it to humans’ 
benefit. Only those with a pure heart, one uncorrupted by evil, are able to do this. 


Using machines to triumph over nature is not the behavior of the pure-hearted.” 
Now, what the sage meant was that anyone could use a machine to manipulate 
nature—even the untrained and the evil. Machines gave ordinary humans powers 
that only gods and wizards should have. 

Though it hurt to admit it, the boy knew that what the sage had said was true, and 
very reluctantly handed over his tracing of the painter’s sketch. As he did so, however, 
a young wizard who had been watching them interjected, 

“Esteemed Sage, wasn’t magic originally intended to make our lives easier? If machines 
achieve the same effect, why shouldn’t we use them?” 

“Because machines can be used by the wrong people, for the wrong reasons,” replied 
the sage impatiently. 

But the young wizard was undeterred. 

“J have been to the other world, and I know how things work there. They have 
people called ‘scientists’-—they are the ones who make the machines—and they work 
miracles! They are capable of mixing iron with other rare metals to create things 
called ‘alloys’ which are strong enough to plough even the rockiest of soil. You cannot 
deny that farmers’ lives are much easier as a result!” 


“Surely you do not believe that all ‘scientists’ seek to improve people’s lives?” the 


sage snapped back. “Do you not think, perhaps, that some of them wish to use their 
machines to control people—to bend them to their will?” 


The young wizard was speechless for a moment, but he soon found his tongue again. 
“Couldn’t the same be said for magic? Aren’t there some people who seek to use 
magic to increase their own influence?” 

The boy tried listening to the conversation between the sage and the young wizard, 
but they used a lot of difficult words and he had trouble following it. All he wanted 
to do, after all, was fly. 


A Dream Come True! 


In the years that followed, more and more people made visits to the other world. They 
would become increasingly surprised and impressed by the machines they saw there, 
and would rush back to their own world to tell people all about them. 

The sages realized that something must be done, because technology from the other 
world was threatening to ruin the balance of their own. They decided to seal the 
tunnel to the other world, to ensure that the place of magic within society was never 
threatened again. 

Now, visiting the other world was not completely forbidden—why, powerful wizards 
could still cast the spell known as “Gateway” and travel to the other world any time 
they pleased! 

When the boy, who was a young man by now, heard about what the sages had done, 
he was terribly disappointed. 

‘Dash it all!”’ he thought. “Now I’ll never be able to visit the other world again!” 
And yet he still dreamed of flying—if anything, he dreamed of it more than ever! 
Having thought about it every day for a long time, he eventually had an idea. 
“What if I build a flying machine that’s powered by magic? Surely the sages couldn’t 
object to that! I shall make it magical, but I shall jolly well build it and fly it as I like!” 
Many months of hard work later, the young man’s magical flying machine was complete. 
Its magical power had been provided by—yes, you guessed it!—the young wizard 
who’d had the argument with the sage all those years ago. 


Once the final touches had been applied, it was time for a test flight. The young man 
straddled his machine and took off into the sky. The machine’s wings flapped gently 
as it glided through the air, and its magically enchanted engine allowed him to stay 
in the sky for several hours. 

Mid-way through the test flight, he looked down. The sheep in the fields were as 
small as dormice, and he could see the waves of the sea in the distance glinting in 
the morning sun. 

“I don’t think anyone alive has ever felt happier!” thought the young man with glee. 


Indeed, he was too captivated by the scenery to spare a thought for the effect his new 
magical machine would have on the world. 


Had he known what impact it would have, you can be sure he would not have been 
quite so elated! 
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The Deep Dark Wood is a dense green forest, located in the northern part of the 
continent now known as the Summerlands. Though there are some beautiful crystal- 
clear waterfalls and other sites of minor interest, travelers mainly flock to the Deep 
Dark Wood on account of a great tree known as “Old Father Oak.” 

Princes and paupers alike have long visited this tree in the hope of gleaning some 
understanding ftom him, for Old Father Oak’s great wisdom and benevolence have 
led men to consider him the “‘World’s Elder”—though no such title officially exists. 


The Young Tree’s Journey 


There was nothing unusual about the tree that became known as Old Father Oak when 
his first green shoots emerged from the ground, many centuries ago. The tree grew, 
as all trees grow, year on year, his branches reaching upwards in search of sunlight 
and his roots thrusting downwards in search of water. 

One day, when he was still but a young sapling, he was dug up by a group of humans, 
and a large stone was placed beneath him, just below his roots. And he was then 
replanted on top of the stone, and the hole around him refilled with soil. And the 
humans recited an incantation, and drew a rune, and, when this ceremony was over, 
retreated from the forest. 


Now, the presence of the stone made life difficult for the young tree—no matter how 
hard he tried to stretch his roots, the stone meant that they simply could not reach 
any further into the ground. After several days of trying, the tree was about to give 
up when, all of a sudden, the stone started speaking to him 

“Tell me, what can you see from up there? Pray tell me what you can see? For I am no 
ordinary rock. One day I shall be a magical stone. A great and very important one.” 


The tree was very surprised to hear the stone talking to him so casually, and not a 
little vexed. 


“And why should I 
tell you anything? You ~ 
do nothing but get in the = 
way of my roots.” 

‘The tree uttered these words much to his own surprise, 4 
for he had never been able to speak before. = 
And so the stone began explaining his situation to the tree. ; 
It appeared that in order for the stone to become a magic stone, 

he had to be placed beneath the roots of a tree, and enchanted 

in a special ceremony. And so, as the tree grew older and wiser, 
he would impart some of his wisdom onto the stone, and allow the 
stone’s own magical power to develop. The tree’s ability to talk 
was simply one of the things he had learned as he had grown, and 
the stone had learned this from the tree. = 


Armed with his newfound talent, the tree began talking to the +24 
birds and the fairies and the other forest creatures, and, upon 

hearing their tales of the outside world, developed an insatiable 
desire to travel—to leave the spot to which he was rooted. 
And so he began pulling at his roots, until 
cracks appeared in the ground. He 
kept pulling day after day, unable 
to stop or be stopped until, 


eventually, the inevitable happened, and, with a great creaking sound, the tree wrenched 
himself and his short roots out of the ground altogether. It was at this moment that 
the young tree discovered that he knew how to walk, and so resolved to leave the 
Deep Dark Wood immediately and make for pastures new. 

The stone felt very sad to see his only friend in the world preparing to leave, and said, 


“Promise that you will come back and see me sometime, won’t you, young tree? I 
should like nothing more than to hear all about your travels.” 


“OF course! I shall come back to see you, I promise.” 


And so the tree set off on his journey. He felt sorry for the stone—who would now 
never become the magic stone he so wanted to be—but he knew that he had to follow 
his own dreams. 


The young tree’s journey allowed him to acquire great wisdom. Every time he 
encountered perils or monsters, he would simply stand stock still and pretend to be 
an ordinary tree. Should a predator come sniffing, the young tree would wait until it 
was very close before rustling his branches violently, giving the creature a terrible 
fright, and sending it scuttling away in fear. 


—-—— 


The Promise to the Stone 


‘The tree’s journey continued, through storms and blizzards; into dank, black caves 
and across deep, blue oceans. On the way, he would sometimes meet other trees on 
journeys of their own. Most of the trees he encountered had also been chosen as 
locations for burying magical stones, and they too had left their stones behind and set 
out on their own adventures. He also encountered trees that were broken or withered, 
having become lost in the desert, or trapped in great snowfalls. 

One day, several months into his journey, the young tree realized that it was becoming 
more and more difficult for him to move. No matter how much fresh water he drank, 
or how pleasant the sun felt upon his leaves, he was becoming slower and slower. 
“This must be what happened to all those dead trees I saw,” the tree thought. “And 
that’s what’s going to happen to me...” 

Suddenly, the tree remembered the promise he had made to the stone back in the 
Deep Dark Wood—his promise to return to the forest and tell the stone all about his 
travels. The young tree had not visited the stone once since that day. Indeed, he’d 
completely forgotten about him. 

“T should go back,” he thought. “I should return and speak to the stone, while I still 
have strength enough to move.” 


And so the tree set off home, back to the Deep 
Dark Wood. 

The tree’s short roots were dragging behind him 
all the way, trying to get him to stop, but the 
tree ignored them, and eventually made his way 
back to the forest where he’d first sprouted from 
the ground. The sight of his old stone companion, 
however, gave him a real shock. Having failed 
to become magical, the stone had been mistaken 
for an ordinary rock, and most of him had been 
chipped off and carried away to make tools and 
other objects. Only a tiny piece of him remained. Undeterred, the young tree proceeded 
to recount all his travel stories, and the little stone listened to every one in silent wonder. 


so 


What Happened Next... 


When the tree had finished telling the stone the last of his tales, he thought to himself, 


“Now that I have fulfilled my promise to the stone, I shall not mind if I wither and 
die where I stand.” 


Curiously, however, the tree noticed that he was feeling far healthier than he had for 
a long while. It turned out that much as the stone’s ability to talk had come from the 
tree, the tree’s ability to walk had come from being near the stone. And as he spent 
more and more time away ftom the stone, the tree had started to lose this power. He 
now understood that the unfortunate dead trees he had seen on his travels had lost 
the power of movement on account of neglecting to visit their stone companions. 


The tiny stone and the tree, who was no longer very young, formed a firm alliance, 
and became inseparable friends. Indeed, the tree placed the stone into a hollow in his 
trunk, allowing him to share all his knowledge and wisdom. The two would occasionally 
go on journeys together, acquiring even greater experience and wisdom, for it turns 
out that while the stone had not become magical during the tree’s long absence, he 
had become incredibly knowledgeable. 


As the years went by, the tree and the stone garnered great repute for their surpassing 
wisdom, becoming known as “Old Father Oak” and “The Telling Stone,” respectively. 
Indeed, to this day, travelers still venture into the Deep Dark Wood seeking advice 
from this most unlikely pairing of tree and stone. 


And so ends this branch of the story of Old Father Oak and The Telling Stone. 
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e Young 
Woman’s Journal] 


An old traveler stood on a street corner, telling a crowd of people all about his 
adventures. The crowd enjoyed listening to his tales, and one of them asked him, 


“What is the most incredible thing you have ever seen?” 
The old traveler thought a while, and answered, 


“Let me tell you about a notebook I found. I was traveling through some truly 
inhospitable terrain—a jungle so thick that no light passed through its canopy, located 
in the foothills of a steep mountain range. I was certain that I was the first human 
to set foot in the place—until I came upon a notebook. Imagine my surprise when I 
looked inside and saw that it was a young girl’s journal. I became obsessed with it. I 
couldn’t stop thinking about this little girl and what had happened to her. Listen to 
these entries. Did you ever hear of a tale so wondrous as hers?” 


“I wonder where you've gone... I’ve been looking for you all this time, but I 
can't find you anywhere...” 


—— “Passing through a village today, I heard some people talking about you... They 


described you a little differently from what I remember, but it was definitely 
you, They said you were heading north. So that is where I shall go, too.” 


——‘T don’t believe it. They say you've...thrown yourself into some kind of 


swamp—something called the ‘Miasma Marshes’... Why would you do such a 
thing? What am I going to do now?” 


—— “I finally found someone who could tell me about these ‘Miasma Marshes.’ 


It doesn’t sound good. It seems that those who gaze at the marshes are lured 
towards them by the ‘evil spirits’ who reside there. They prey on those who've 
been overcome by despair, and compel them to throw themselves in... Is that 
what happened to you...?” 


——~ ‘I finally understand. The mystery of the Miasma Marshes... Well, I know 


what I have to do.” 


—— “Last night, a traveling wizard told me that people in this world share a soul witha 


person in another world. These people are called ‘soul mates.’ According to him, 
soul mates’ lives are intertwined, and affect each other. By throwing themselves 
into the Miasma Marshes, however, people can cut the bond that links them to 
their soul mates, allowing their hearts to be consumed by evil. Those who have 
done so are beyond redemption. Even releasing the evil from their hearts and 
reconnecting them to their soul mate does not bring back the person they once were. 


He told me something else as well. Something important. I need some time to 
think about what to do next...” 


The Twelfth Tale: The Young W 


“Tt is decided. I must become a wizard, It is the only way I can save you.” 


“It's been several years since I last wrote in this journal. I’m a Great Sage 
now, capable of breaching time itself. I’ve decided to go back and rescue the 
other you. I’m going to take good care of him, right from the very start. I know 
I'll never be able to return to this time, but I will not regret this. In the other 
world, I'll find the ‘floating soul’ to which you were once connected, and I will 
absorb it. That soul will then be reborn—as my own child.” 


“T’'m setting out on a journey, a long journey to acquire the ‘life’ that I need 
in order to save you. That is the least I can do for you, after what you did 
Sor me... 

I believe that one day your soul will return, and that we'll meet again. 

You saved me... 

You sacrificed everything for me... 

You gave your life so that I could live mine... 


I must see you again...” 


After the old traveler had finished reading the journal, the crowd that had assembled 
before him stood silent for a long while. Before any of them could think of what to 
say, the old traveler turned around and shuffled off to continue his wanderings. But 
just as he was about to leave the town, he looked back at his dumbstruck audience 
and addressed them once again. 


“The notebook wasn’t the only thing I found that day. There was a wand lying next 
to it. I think it must have been hers...” 


Chapter Seven 
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{The Fairyground 


‘The northern part of the Summerlands enjoys a pleasantly mild climate all year round, and is 
covered in lush vegetation as a result. No trip to the northern Summerlands is complete without 
a visit to the cat-ruled city of Ding Dong Dell, where encounters with feline friends can add a / 
dash of color to any wizard’s journey. 


@ The Rolling Hills 


The Rolling Hills spread southwards from the 
edge of the Deep Dark Wood, and are home 
to a rich variety of wildlife and several natural 
wonders. Travelers are advised to remain vigilant 
in this area—not only for monster attacks, but 


often found here. 


also for the troves of hidden treasure that are ~~ 


© The Deep Dark Wood 


The oldest and most beautiful forest in the 
Summerlands. All manner of wonders await those 
who venture inside, from fearsome guardians to 


talking trees. 
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4 = clear rivers and historic woodlands stands 
“> Ding Dong Dell, the largest settlement in the 
. northern Summerlands. The city is famous 
® for its cat king, and for the harmony with 
which grimalkin and humans coexist within 
SS” its walls. 
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. © Golden Grove 


© ~ Golden Grove is a famously fertile forest, 

teeming with life. The waters of a miraculous 
fountain are said to be the source of its great 
vitality. 
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The Tranquil City of the Cat King 


Ding Dong Dell is situated in the middle of the lush Rolling Hills that extend all the way 
to the Deep Dark Wood. This part of the Summerlands enjoys constant warm weather, 
making the city a recommended destination for any visiting wizard. 


Ding Dong Dell is home to a sizable population of cat-like people known as grimalkin, and the city 
is famous for the harmonious atmosphere in which humans and grimalkin coexist. Indeed, a cat king 
has sat on the Ding Dong Dell throne since time immemorial. 


‘The mild climate means that the pace of life in Ding Dong Dell is slower than in some big cities. This 
makes it the perfect destination for the weary traveler who’s looking to recover from a lengthy journey. 


Nort 
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The Summerlands: 


© City: Ding Dong Dell 

© Climate: Relatively warm all year round 

© Local Delicacies: Bumbler Honey 

© Character: Warmhearted but indecisive 

© Festivals: The Catnap Championship, The Tug-o'-Tail Tourney 


© Local Sports: Tug-o’-Tail 


® Recent Developments & 
in Ding Dong Dell sd 


‘There are unsavory elements in even the most 
peaceful of societies, and in Ding Dong Dell, 
trouble comes in the form of mice. The city’s battle * + 
against mice has raged for centuries, though in recent 
times, the grimalkin have been able to assert their 
superiority. There are rumors, however, that a new 
clan of mischievous mice are lurking somewhere in 
the city, waiting for the right moment to take revenge. 
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® Souvenirs 


Ding Dong Dell is known for producing some of the 
world’s finest fabrics. 


 Bumbler Honey Rustic Garb 


Local Customs: Nose Touching 


‘The grimalkin greet each other in a rather curious manner. When 
two grimalkin meet, they push their faces close together, until 
their noses touch. This is a sign of intimacy, and grimalkin place 


it is considered very bad form to flinch when touching noses, so 
try and remain composed, even if the whiskers tickle. 
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A Popular Meeting Place: Royal Square 

A large open square, located close to the royal palace. It is notable for the large statue in 
its midst—depicting King Tom I—and for the wide range of shops and other amenities 
that surround it. Very much the heart of the city, there is always something of interest 
taking place in Royal Square. 


- PHOM, ays Jo. suorsay 


spire, sauTUInS au, 


Te Suog Surq » YON 


‘The southern part of the Summerlands is dominated by a large sandy desert, at the center of which 
lies the grand and mysterious city-state of Al Mamoon. 


With the fishing village of Castaway Cove to the south and the Jabal al-Dukhan voleano (nicknamed 
“Old Smoky” by locals) to the west, this area has something to pique the interest of any traveler. 


SNe 


@ The Temple of Trials BAS 


‘This glorious temple was erected by the 
ancient sages as a place for wizards to develop 
their skills. Only those who pass the rigorous 
tests held within can realistically aspire to 
one day becoming sages. 


€ Al Mamoon 


A desert oasis, ruled by a bovine queen. 
Famous for its flavorsome babanas and milk 
fountains, the city invites visitors to sate their 
hunger and slake their thirst. 


The Shipwreck Shore 


Known as the “Ships’ Graveyard,” the 
treacherous sea around the Shipwreck Shore 
is littered with broken hulls and snapped 
masts. Most of the wrecked vessels here are 
slowly sinking into the seabed, their names 
long since forgotten. 


© The Vault of Tears 


The ruins of a formerly prosperous city. Its 
labyrinthine stone passageways are still a 
sight to behold. 


© Castaway Cove 


‘An adorable fishing village, known as the 
“Jewel of the Southern Seas.” Castaway Cove 
is famous for being the birthplace of the 
“fying boat,” a truly unique fishing vessel. 


sin © &Y Jabal al-Dukhan 
(“Old Smoky”’) 


i? A mighty volcano, constantly bubbling with 
i Me red-hot lava and utterly devoid of plant life. 
i, z At certain points in history, “Old Smoky” has 
bok = Papen been prevented from erupting via the magical 

. placement of a vast boulder in its crater. 
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A Desert Oasis that Grows More Prosperous by the Day 


There is no more impressive sight than that of the gleaming towers of Al Mamoon rising 
out of the endless desert. Within its walls, bountiful babana trees and two creamy milk 
fountains await the weary traveler. First-time visitors to Al Mamoon are struck by two 
things: the city’s general magnificence, and its residents’ commitment to equality. Indeed, 
Al Mamoon is one of the only states in the world to have been ruled over a long succession 
of female sovereigns. That it is so prosperous can be no coincidence. 


Mamoon 


The Summerland: 


© City: Al Mamoon 
© Climate: Hot and arid 

©) Local Delicacies: Babanas, Creamy Milk 

© Character: Resilient, possibly due to the heat 
© Festivals: The Babana Harvest 


© Local Sports: The Oasis Relay 


The Cowlipha of Al Mamoon 


® The History of Al Mamoon 


‘Al Mamoon was just a small desert oasis when a visiting 
sage decided to erect two milk fountains in its midst (in the 
area now occupied by the city’s central square). The creamy 
milk provided by the fountains allowed for the selective 
cultivation of plants, and the eventual development of the 
babana—a fruit now recognized as one of the three great 
foods of the world. Al Mamoon therefore owes its current 
prosperity to the generosity of one sage and the hard work 
of countless babana farmers. 


® Recommended Delicacies 
‘Made using local babanas, these delectable desserts can only 


be sampled within the walls of Al Mamoon. 


Chocolate Babana 


we 


 Babana Split 


Local Customs: Traditional Music 


‘The inhabitants of Al Mamoon are renowned for their 
love of music and dancing, and locals may well invite 
you to sing a song with them. Be sure to accept, as 
it is one of the best ways to get to know the people 
of this unique city-state. 
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A Popular Meeting Place: The Fountains of Milk 
Al Mamoon’s central square plays host to the 
legendary milk fountains that are the source of the 
city’s prosperity. The milk that flows thereffom is 
extremely creamy and absolutely delicious—not just 
a refreshing drink in its own right, but also a key 
ingredient in many tasty dishes. 
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Village of Maritime Merchants 
and Fearless Fishermen 


Castaway Cove is part of the 
Mamooni Empire, and is known 
as the hub of the world’s babana 
trade. It is also home to fishermen 
who use unique vessels known as 
flying boats. First-time visitors 
often find the hustle and bustle 
somewhat intimidating—to say 
nothing of the dress code!—but 
most end up not wanting to leave. 


©) Climate: Hot and humid, but with a pleasant. ©) Local Character: Rough and ready, but kind- 
sea breeze hearted 


© Local Delicacies: Dumbflounders, Glowshrimps ©) Local Sports: Flying boat racing 


© Street Merchants and 
Their Wares 


‘The street peddlers of Castaway Cove are 
world-renowned. Their stalls are good places 
to find both unexpected treasures and utter 
tat—it is up to you to try and tell the difference. 
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In the northeastern part of the Shimmering Sands lies an ancient structure Fe | 
known as the Temple of Trials. The temple, protected by a fearsome stone es | 
guardian, was built to provide tuition for would-be sages. Wizards fortunate i 
enough to train there 


must pass both the Test 
of Wits and the Test of 
Friendship, before facing 
a final, far more difficult 
challenge. It is generally 
agreed that only wizards 
who are capable of 
overcoming the third 
test have the capacity 
to become sages. 


AL 


Visitors to the Temple of Trials may be fortunate fi . 
enough to be granted an audience with the Supreme | } 3 

Sage, a wizard believed to have resided in the 
temple since its construction. The bree 
Sage is known as the grand master of all 
things pertaining to familiars, and will 
impart his wisdom and advice to [ ¥ 
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those he deems worthy. A visit to / 
the Supreme Sage is imperative for 
any wizard who wishes to make an 
impression on the battlefield. 
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Bordering an eerie stretch of water known as the “Ships’ Graveyard,” 
countless vessels have met their end off the Shipwreck Shore. Against all 
reason, foolhardy sailors continue to flock there in search of sunken treasure, 
their ships invariably meeting with the same fate as their predecessors. A 
cruel cycle indeed. Though some survivors have reported seeing a strange light 
just before their ships 

were dragged beneath 

the waves, no one has 

been able to discover its 

source, and sages agree 

that searching for it 

would be a regrettable 

waste of a wizard’s 

time—and life. 
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Formerly the capital of a wealthy desert kingdom, this ruined city is now 

referred to as the Vault of Tears. It is said that a woman’s sobs can be heard 

coming from the vault every night, but no human has ever been seen inside. It 
is possible that both 
these rumors and the 
name by which the 
ruins are now known 
were inspired by the 
statue of the weeping 
woman that can be 
seen in one of the 
city’s temples. 


Teac! 


NG ie 


Teachings for Aspiring Wizards 


Se So 
5 PES 
A 
%, 
% 
The Origins of Stone Culture ay \ 
Most traveling wizards will already be familiar with the 3 RB 
waystones that lie scattered around the kingdoms of the world. % 
‘Waystones are great treasures, bequeathed to us by the ancients, . 
and they are capable of recording our thoughts and memories as ; 
well as restoring body and mind. Indeed, they are an invaluable a3 
part of any wizard’s journey. 7 
"The dawning of the “Age of Sages” was marked by the 
widespread use of stones in magic, to the extent that it is sometimes called Cd 
the “Sagely Stone Age.” The wizards of the period worked to uncover the 


mysteries of stones, and used stone statues and tablets to store knowledge. Such 
was the importance of stones that special spells were developed in order to make 
their transportation easier, and a truly wondrous stone-based civilization emerged. 


Early stone tablets, called “memory stones,” could store thoughts 
and memories, while later, more advanced designs were able Zg 
to move and talk of their own volition. These stones—some 
of which exist to this day—are unrivalled in their magical 
knowledge, but they are also deeply susceptible to flattery, 
and will gladly share their wisdom with any wizard who 
knows how to ask. Be sure to take every opportunity to 
learn from such stones, 


City Guardians 


Most of the great cities of history were built from stone. Not only did this 
provide them with sturdy walls, it also conferred magical protection upon them. 
Indeed, there are many cities, towers, caves, and other locations that benefit 
from such protection. These locations are said to be guarded by “living stones.” 


Living stones continue to guard buildings long after humans have stopped using ey 
them, meaning that the world is full of melancholy living stones, stoically 
guarding long-abandoned cities. 
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Autumnia 


Located to the east of the Summerlands, Autumnia’s harsh : 9 


terrain is broadly divided between Billy Goat's Bluff in 
the north and the Pig Iron Plain in the south. Autumnia 
was once home to several rival kingdoms, but of them, 


only the southern state of Hamelin could claim to be more _ — 


than a shadow of its former self. 


@ Nevermore 


A recently renamed castle, once the royal palace 
of a now-devastated kingdom. 


\) Perdida 


A small and relatively unknown village, where 
fables and rumors about the Savior are rife. 


€P The Miasma Marshes 


A deeply unsettling place, redolent of human 
tragedy. The regrets of the dead are said to haunt 
the marshes still. 


© The Tombstone Trail 


A dark and eerie valley, filled with tombs said to 
belong to ancient priests. The Tombstone Trail is 
the only path between the northern and southern 
parts of Autumnia. 


© Hamelin 


Hamelin is an ancient imperial city that has been 
a cradle of scientific and magical research for 
generations. It is located in the heart of the Pig 
Tron Plain, in the southern part of Autumnia. 
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Seat of Scientific and Magical Learning 


Hamelin is the largest city in Autumnia and the capital of what is often called the “Pig Iron 
Empir: 
make it an easy place for non-wizards to live. The city is continuously being improved, 
with the latest development being a system of tracks that allow whole buildings to be 
moved around via the power of steam. The main complaint voiced by visitors to Hamelin 
is that all the industry and machinery produces a thick smog that sits heavily in the lungs. 


” It is a popular destination for the less magically minded, as its modern facilities 


© City: Hamelin. 
©) Climate: Breezy and chilly, being situated on a high plateau 
© Local Delicacies: Black Truffles 


©) Character: Inquisitive and energetic, but rather cold and 
indifferent at first 


©) Festivals: The Royal Procession 


©) Local Sports; Competitive truffling 
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The Emperor of Hamelin 


® The Common March 
of Progress 


‘The citizens of Hamelin are united both by their 
inquisitive natures and their desire to support and 
protect their empire. As a result, large-scale magi- 
scientific military projects are quite normal. Such 
projects are always kept top-secret, of course, but 
rumors suggest that Hamelin’s latest development, 
the Porco Grosso tank, is several leagues ahead 
of any weapon in the other nations’ respective 
arsenals, 


® Local Black Truffles © This extremely rare variety of edible fungus has 
Delicacies a wonderful aroma, and is said to be served to the 
Emperor as an accompaniment to every meal. 


Hamelin at its Best: The Royal Procession 


This procession is a traditional event that sees the Emperor make his way through the 
streets of Hamelin. It is also an opportunity for the Empire to show off its very latest 
technological advances. 
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Symbols of Hamelin: The Pig 

Surprising as it may seem to those who've visited modern 
day Hamelin, the city was once known for large- 

scale pig rearing. Indeed, pigs could be credited 

for Hamelin’s present prosperity, having been 

responsible for rooting out the black truffles which 

account for the Empire’s wealth. Interestingly, 

“Hamelin Pig” is now a term of abuse applied to those 

who fixate upon work to the detriment of their appearance. 
Scant reward for all the pigs’ labors. 
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Other Islands 


While the Summerlands and Autumnia are the two largest continents, there are plenty of smaller islands 
that the curious traveler would do well to visit. Here are just two of the more notable examples. 


Ree G The 
S02 Glittering Grotto 


-—~-Aeeave located in the northern 
part of the largest of the 
Winter Isles. Some say it is 
so labyrinthine that no one who 
has entered has ever come out. 
They are, of course, wrong, 


© Yule 


Located in the southern part 
—s of the largest island, Yule is 
Q __ the only inhabited settlement 
— in the Winter Isles. Be sure to 
wet in summer, since it gets 
~~ so cold in winter that no 
~~ one dares leave the house. 


A collection of islands located northwest of the Summerlands. The climate is extremely cold, \ 
and the ground is covered in ice and snow all year round. Be sure to wrap up warm should you 3 
decide to visit. 
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\ The Fairyground 


Hidden away inside the forest is the 
village home of the fairies. The village is 
overlooked by a mountain that’s so large, 


its summit is wrapped in cloud. 


A small, isolated island, covered in a thick forest, untouched by human 
hand. Not even the most adventurous of the fishermen who work nearby 
have dared enter the forest, and very few people know what secrets it 
contains. 


A Tiny Tundra Town of Ice and Snow 


Yule is located in the southern part of the largest of the Winter Isles. Though it is often 
unspeakably cold, the town is also known as the best place from which to view the aurora. 
Visitors to Yule often remark upon its thick wall, which is designed to keep out both 
monsters and the worst of the cold. 


_4y 


© Climate: Permanently cold and snowy) Local Character: Cold at first, but very warmhearted 
© Local Delicacies: Ice Stew © Festivals: The Snowman Gala 
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® The Glittering Grotto 


The legend in Yule is that this curious cave lets you take a 
glimpse into the past. Its complex layout makes it a popular 
destination for wizards-in-training, but they are often left 
disoriented by the eerie voices that can be heard within. 


G 


The Elder of Yule 
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A Fairy Village Deep Within the Forest 


‘The Fairyground is a curious village, hidden deep within the forest at the center of 
Teeheeti. It is home to all manner of fairies, who light up the dark forest with their 
constant laughter and grilled-cheese snacks. 


_ymy 


© Climate: Hot, but cool in the shade of the trees ©) Local Character: Cheerful and big-hearted 
© Local Delicacies: Fairy Rarebit © Festivals: The Tidy Titers Comedy Festival 
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® The Cavity Club 


A legendary venue where all the great fairy 
comedians cut their teeth. Comedians have three 
performances a day to show the audience what they 
are capable of, and hopefully get some laughs in 
return. The Cavity Club audience are a famously 
tough crowd, and fairies know that if they can make 
it here, they can make it anywhere. 
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The Secret Homes of the Forest Dwellers 


Walk around the world’s forests for long enough and you may stumble across 
a glade that’s not marked on any map. Clearings such as these are the 
domain of the forest dwellers—people who live to protect the woodlands 
they call home. Shunning towns and cities, forest dwellers spend their days 
in communion with the natural world, 


Mysterious Forest Dwellers 


Forest dwellers are said to be able to talk to both plants and animals, which 
may be the reason behind the curious mode of speech they have developed. 
Forest dwellers are also capable of enduring great heat and terrible cold, 
much like a majestic old tree. 


Aspiring wizards would do well to learn from them. 


$ Xanadu was a city built exclusively via 
magical means, situated atop a mighty stone 
pillar that was summoned from the depths of 
the earth. It was ruled by a great sorceress 
who possessed truly fearsome magical power, 
and whose prophesies were believed to be 
infallible. 


® Climate: Pleasantly warm all year round 
® Local Delicacies: Chaffy Grain 
® Local Character: Taciturn 
® Local Sports: Cloud Sweeper racing 
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® The Dragon’s Lair 


A cave near Xanadu that was destroyed at the 
same time as the floating city. It was once 
said to be the home of a mighty dragon, and 
was therefore off-limits to ordinary travelers. 


The Sorceress of Xanadu 
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Another World About Which Little Is Known 


‘The world you see before you is not the only world in existence. There is 
at least one more, but since only wizards who have mastered the “Gateway” 
spell are able to visit it, not many people have ever been there. Some lucky 
individuals have somehow managed to visit without performing magic, 
however, and have even returned to tell the tale. 

All of these people talk of the strange things they’ve seen—the clothes in 
particular. One person even brought back a pair of spectacles that were pitch 
black! No one has yet ascertained what purpose they are supposed to serve. 


Others claim to have witnessed young men applying a strange gelatinous 
substance to their hair, making their heads look somewhat 
similar to the posterior of a creature of the aves genus. 


A few apparently used the same substance to see 


make their hair stand on end, as though 
they had been struck by a bolt of 
lightning. These stylings would 
appear to serve no practical 
purpose, though many 
visitors observed that 


more attention from their 
female counterparts. 


Some have also reported 
seeing people who look exactly 
like themselves. About twenty years ago, 

the governor of Castaway Cove wrote in his travel 
journal that he’d seen an enormous snake in the other world, puffing clouds of 
smoke and running along a strange metal path. Still more disconcerting was 
the fact that the snake seemed to have swallowed a bellyful of people, one 
of whom looked exactly like the governor, The governor naturally assumed 
he was hallucinating and concluded that he must be ill—though he was in 
fact entirely healthy, and is still going strong to this day. 
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Somewhere in the world, there is said to be an inaccessible landmass, one that is 
shrouded in a deep fog and thick cloud. Legends claim that this land was once home 
to a highly prosperous civilization, though such rumors have never been confirmed. 


No one actually knows how to get to the place, though some claim that the fog 

clears for one day a year, allowing one to sail towards it. Others say that the 

Eye of the Storm will sometimes cast hapless sailors upon its shores. It must be ‘ 
emphasized, however, that these are only rumors. Curious wizards should use their 

initiative and think of their own methods of clearing away the fog, rather than 

relying on secondhand hearsay. 
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8] The Nazcaan Alphabet 


‘Acons ago, when the Nazcaiin civilization was at its peak, the language we speak today was al 
written using a different and considerably more ancient lettering system—one that has come to uy 
be known as the Nazcaiin script. A guide to its alphabet, indicating the modern letters to which i 
its symbols correspond, is displayed on the opposite page. 4 


In its most ancient form, Nazcaan did not even consist of what we would call “letters,” but 
comprised instead a dizzying variety of tripartite “glyphs.” However, the laborious nature of their 
production meant that by the time most of the renowned sagely writings were produced, words 
were already being rendered using individual symbols. These symbols were historically written— 
and therefore read—from right to left. It was not until the Middle Ages, when the loose sleeve 
many associate with wizardry became popular, that the practice was abandoned—much to the 
dismay of washerwomen, who had been eyeing ink-stained wizards’ robes as a potential goldmine. 


Nazcaiin script is notable for its lack of both spaces between words and of punctuation in general. 

Hot-blooded young wizards-in-training are often heard complaining of the difficulty this creates 

in determining where words and sentences begin and end, but it is generally accepted that reading 

Nazcaiin should not prove challenging to those with realistic sagely ambitions. To address the ; 
complaint more directly: the fact that the vast majority of modern scripts now incorporate these 

features is a consequence of the spread of literacy beyond rarefied scholarly circles, and the 

concomitant need to assist the common reader. 


More astute souls will by now have noticed that the Nazcaiin script does not distinguish between 
lower- and uppercase letters. In fact, it was not until the development of the printing press, 
many centuries after the fall of the Nazcaiin civilization, that such a distinction was conceived. 
Indeed, the two categories were named after the upper and lower drawers, or “cases,” in which 
the movable type was stored—but that is a digression for another time. 4 


Finally, as the accompanying guide clearly shows, the constituent letters of the Nazcaiin and 
modern alphabets do not correlate exactly. This is due to the fact that certain modern letters 
were invented long after the Nazcaiin alphabet fell from use, while certain Nazcaiin letters were 
iu ultimately the victims of modern printing methods, which saw them rendered as pairs of other 
t y letters. For example, our letter w is a modern rendering of the Nazcaiin double $: (vv), $: being 
{ itself the ancient equivalent of both the modern v and u. The Nazcaiin letter Q (th), meanwhile, 
i survives only as a sound, and is now rendered as a combination of t and h. Likewise, @ is 
nowadays rendered as a combination of c and h, and 4a as a combination of e and i. 


A novice’s guide to reading the ancient texts: 


1. Find the beginning of the passage, and start reading from right to left, using the guide on / 
the opposite page to decipher the ancient symbols. D 


z, Remember that the Nazcaan script features no spaces, no distinction between lower- and i.) 
uppercase letters, and no punctuating marks. You will need to engage your brain in order to ] 
work out where words and sentences begin and end. ig 


3. Be aware that some of our modern letters did not exist in the Nazcaiin alphabet, with j, u, 4 
and w being represented by & (i), & (v), and double $: (v) respectively. Remember also 
that two modern letters are sometimes represented by one ancient symbol (namely th, ch, 
and ei). 
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Keep this book ever at your side, Wizard, 4 

and you shall one day be called a sage. iH 
Permit us to leave you with a poem—a prophecy, 
Heed it, and repeat not the mistakes of the past. 


High above the clouds, the child of white light 
Casts the world once more into darkest night 


The path unto the dawn was never fair 
It is one fraught with suff’ring and despair 
Well knoweth she of both their power 
Entombed there in her iv’ry tower 
‘Though full many have sought to breach her keep 
Its walls are too high, its myst’ries too deep 
Hope springeth yet amidst the flowers 
‘When you find them, you will find her bower 
Each time you fear that you have lost your way 
Hark unto the child, mark what she would say 


